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ChAprcR I 



In the land of Argwyll, one magic item is more renowned than all others: the Queen’s Runestone. Legend says that the 
Runestone turns the most ferocious monsters and the most devastating gods into servants of the queens of Argwyll. 
Indeed, the Runestone is regarded as the foundation of the queens’ power. This, the one true Runestone, has no equal. 
Two centuries have passed since Queen Katia unified the 
land of Argwyll into one kingdom. The peace-loving people 
view their powerful queens with a mixture of awe and 
respect. True, minor conflicts have broken out from time to 
time. Yet always, the queen and her Runestone have been 
there to restore order and peace. For 200 years, the 
Runestone has passed down from one queen to the next. 

For 200 years, there has been peace. 

Peace now faces its most severe challenge yet... 

The region of Kendarie, renowned since ancient times for 
the skill of its craftsmen, has managed to produce artificial 
Runestones. Although no match for the Queen’s Runestone, 
the Kendarie Runestones do allow their owner to master 
some minor monsters. Confident in the power of their new 
Runestones, the Kendarie have begun to arm themselves for 
a war of conquest. 

After reports of aggressive border actions involving the 
Kendarie, the Queen has dispatched a messenger with a 
warning: “Cease all hostilities immediately, or Kendaria will 
know the wrath of a god.” 

Although the Kendarie have retreated back to their original 
borders, no one believes that this new peace is anything but 
temporary... 
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|A coarse and greedy bandit who years ago took Tara under his wing when he saw 
her starving on the street, Victor is the leader of the Band of the Scorpion. Since 
that his adopted daughter has become a deadly warrior, Victor has 
erced her into helping his gang of thieves. Victor’s band of rogues has grown 
prosperous, thanks largely to the protection Tara provides. 


Under Victor’s leadership, this ragtag band of thieves strikes terror 
into the hearts of greedy landowners. Some of the thieves that 
belong to the gang make their home in the remote border region of 
Bhashea. Much of their success is due to the special butterflies they 
breed. Their Lupian Butterflies allow them to see their enemies 
before they themselves are seen. 


Tara 


Tara Grimface has known many titles. Orphan. Thief. Warrior. 
Now she must earn another if she is to save Argwyll and herself: 
Runestone Master. Growing up as an orphan in the unforgiv¬ 
ing world of thieves taught her to trust only in her 
Runestone, the magical device that grants her mastery 
over monsters and demons, and holds the key to 
unlocking her past. 

Runestones are the most sought-after magic item in all 
the land. The extraordinary Runestone that Tara 
carries with her from her previous existence has 
made her the target of every rogue and thief who 
lays eyes on her. Having been forced to defend 
herself from an early age has helped Tara become 
a formidable warrior, but it has also made her 
hard heart even harder. If she is to uncover the secret of 
her mysterious origins, she will have to overcome her dis¬ 
trust of others... 

As our story opens, Tara is providing muscle for Victor’s 
band of thieves. Although she despises thieving, she 
feels obligated to repay Victor for having saved her 
from the streets when she was younger. 


Victor 


The Band op The Scorpion 







SoL 

Sol is a warrior who has recently joined the Band of the 
Scorpion. With his elaborately engraved blade and practiced 
swordsmanship, Sol is anything but a typical bandit. What 
secret from his past has driven this youth to the fringes of 
Argwyllian society? 



Tlie QueeN (RasTiiannu) 

Rashiannu is the current ruler of the land of Argwyll and a descendent of 
the powerful queens who first brought peace to the country. Since the time 
of Queen Katia, the queens of Argwyll have used the Royal Runestone to 
enforce the peace. With the region of Kendaria edging towards open revolt, 
the young queen has had to threaten the Kendarie leader with the power of 
the Royal Runestone and the ancient god it commands. Although Kendaria 
has quieted down, the Queen has little doubt that she will be required to 1 
use the Runestone in the near future. Complicating her position is the fact 
that no one has actually seen her wield the Runestone. Indeed, many 
believe that their queen has lost the ability to use the Royal Runestone... 
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Leoo Vlll 


A descendant of Kendaria’s former royal family, Leod VIII is a man 
possessed by ambition and dreams of glory. He is preparing to unleash 
an army of monsters and machines upon the world in an effort to put 
himself on the throne of Argwyll. Only his fear of the Royal Runestone 
has prevented him from carrying out his plans for world domination. 
Intelligent but emotionally immature, charismatic but heartless, Leod 
is a worthy successor to the despots of ancient Kendaria. 


QaeeN Katia 


The legendary first queen of Argwyll, Katia saved the continent from the invad¬ 
ing Enchanter and unified the disparate kingdoms to es tablish t he 200-year 
reign of queens. She passed on her Runestone and God Card t^her descen¬ 
dants. Beloved by common people everywhere, Katia’s status is Yearly mythi¬ 
cal, with statues of her adorning public places throughout the lam 
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Tire pRevious QaeeN 


Jarvi 

For generations, Jarvi’s family has studied Argwyll’s 
fairies. A fairy scholar himself, Jarvi will gladly 
trade magic cards in exchange for red fairies 
brought to his home in Kadishu. He claims the 
famous Professor Alexander as one of his ancestors. 


Qjro 

A mysterious soothsayer, rich in both knowl¬ 
edge and magical power, Gurd lives in a 
remote and inaccessible temple, but occasion¬ 
ally she is seen in the Ruldo Forest. Locals 
claim that this old woman can summon the 
spirits of dead heroes and villains. 


lSACDAT (JRBUR 


The Isamat Urbur is a mysterious new cult 
whose members distinguish themselves by the 
strange masks they wear. The cult has spread 
to all corners of the kingdom. The exact 
nature and purpose of the cult is a mystery to 
the authorities. 


Rashiannu’s mother died after a long illness, while 
still a young woman. Rashiannu succeeded her on the 
throne at the tender age of 10. 










CbApTeR 3 



This chapter, in conjunction with the game’s instruction manual, will provide all the knowledge required to master the 
game in a short amount of time. Topics range from game controls and the basic premises of the game to the more com¬ 
plex aspects of card combat and creating combos. If there is anything described or referred to in the rest of this guide¬ 
book that you do not understand, the explanation is probably in this chapter. 






Control Stick/+ Control Pa 

d Move character (walk/run) 

Control Stick/+ Control Pad 

Select menu item, move help cursor 

A, B, X, Y 

Use corresponding card 

A Button 

Confirm, execute 

C Stick 

Rotate and zoom camera, camera lock on 

B Button 

Cancel, previous 

A Button 

Action, when "I" icon appears 

Z Button 

Activate help cursor 

Z Button + A, B, X, Y 

Z-Effect/Z-Combo 

C Stick 

Scroll help cursor window text 

R Button + A, B, X, Y 

L Button 

START/PAUSE 

B Button + START/PAUSE 

Discard corresponding card 

Reset camera 

Open menu 

Reset to title screen 




Lost Kincpocds 11 Aovancccdcnt 


Wielding the ancient powers of the Runestone, Tara Grimface is embroiled in a classic 
quest to thwart supernatural evil and save the land of Argwyll from menace and strife. You 
must search dungeons, caves, castles, and towns for valuable cards and items that Tara 
can use to defeat enemies and creatures. Each stage contains an initial mission, with cer¬ 
tain objectives and requirements. Once you complete this mission, normally you exit to 
the World Map. Each stage you clear unlocks new stages to explore on the World Map. 


As you win battles against enemies and creatures, Tara and her cards gain expe¬ 
rience points. When Tara has accumulated enough points, her level increases. 
Tara’s level allows her to use certain levels of cards. The higher the level of the 
card, the more powerful it is. As cards accumulate experience points, you can 
take them to Card Shops and make duplicates of them, or upgrade them to new 
and better cards. As Tara’s deck improves, she can take on foes that are more 
powerful and advance further across the World Map. Eventually, you will have a 
final confrontation with an overwhelmingly powerful archenemy, where your 
skills with the cards shall decide the fate of the land. 




CDovecoeNT 


Press the Control Stick or the + Control Pad on the GameCube controller to move Tara in the corresponding direction 
onscreen. The + Control Pad moves Tara at running speed. With the Control Stick, you can cause Tara to walk by 
pressing in any direction very slightly. Tara runs when you push the Control Stick fully in any direction. 


























Cacdcra Control 


In most stages, you can rotate the camera angle left or right using the C Stick to view the 
area better. Press the L Button to center the camera behind Tara. Controlling the camera 
is something you must master if you want to have the best view of Tara and her enemies 
simultaneously. 

■ You can also zoom out the camera angle in large outdoor 
areas by pressing the C Stick downward. With the camera 
zoomed out to a wide angle, press the C Stick upward to 
zoom in. 





CnvironcdcntaL Interaction 


As you move Tara around a stage, a “!” icon may appear over her head. This 
icon indicates that something of interest is within examining range, whether it’s 
an object, a treasure chest, a door, a lever, a switch, or a person. While the “!” 
icon remains over her head, press the A Button to interact with the person, 
object, or area of interest. You cannot use cards while the “!” icon remains over 
Tara’s head, so move away from the area if you want to use a card. 


To find areas and objects of interest, move Tara around the environment as much as 
possible. Move her along walls and up to candelabras or stacks of barrels. You never 
know where a Red Fairy or some other object of interest might be hidden! 


Wait for the “!" - 

If a “!” is not visible over Tara’s head, pressing the A Button could cause 
you to waste the corresponding card in the Active Hand, in the lower-right 
corner of the screen. Exercise caution when exploring the environment. 


BReAkABle OBiecTS 



Certain objects in the environment, such as barrels, crates, trees, and even 
some rocks, can be destroyed. If such obstacles bar the path to a treasure chest 
or hidden area, you can remove them by using a Weapon card. Sometimes Magic 
Stones or other important items appear during the demolition. Additionally, ene¬ 
mies might destroy environmental objects with their attacks during combat. See 
if you can bait foes into destroying objects so that you can save your cards for 
better use! 























Oeck Points 

Most levels have a deck point, which appears as a glowing blue stone on a stand. To acti¬ 
vate a deck point, move toward it until the “!” appears over Tara’s head. Then press the 
A Button while standing near the deck point to activate it. 

Deck points recharge your Hit Points and allow you to edit 
your deck of cards. By choosing Edit Deck from the deck 
point menu, you can add any new cards found during the 
current mission to your active deck. New cards are face¬ 
down in the arrangement. Select the face-down cards you 
want to add to the deck, and press the A Button to flip them over. The maximum number 
of cards you can carry in your deck is 30, so if you add too many cards to your deck, you 
must remove some of the used cards. 

A Few Used Cards Aren't a Bad Thing ( 

Don’t get carried away at a deck point. Leave some used cards in your deck, 
in case you need to use them again. Remember that Blue Fairies sometimes 
reactivate used cards, and certain Helper and Summon cards make used 
cards available again in their function. 




ONscReeN OispUy 

While you’re navigating Tara through locations, several gauges and graphics remain onscreen to help you fight enemies. 

biT Point (bp) page_ 

The light-blue bar in the upper-left corner of the screen displays your current 
health status. The meter expresses the remaining percentage of HP, displayed 
numerically below the bar. Tara begins with 100 HP, and her maximum amount 
increases with each new experience level she gains. If damage from enemies 
reduces the HP Gauge to zero, Tara fails the current mission (if a mission is 
active) and the game returns to the World Map screen. 

CPAqc Point (COP) Cap qe _ 

The pink bar under the HP Gauge indicates the number of Magic Points available. The bar represents the percentage of 
points left, displayed numerically inside the circle to the left of the MP Gauge. Using cards reduces the number of Magic 
Points by a certain number, as specified in the Specs Screen of the card. Collecting Magic Stones dropped by damaged 
enemies and released from breakable objects restores Magic Points. If you attempt to throw a card when Tara has 0 MP, 
the throw causes damage to Tara. As you gain experience levels, Tara gets a higher number of Magic Points to use in 
throwing cards. 

Caro PRevieoi_ 

In the lower-left corner of the screen is a stack of four cards. The card on top is the next card you will receive in your 
hand. As soon as one of the cards in your hand is used or discarded, this card automatically moves to your active hand 
on the right side of the screen. 

Activc Caros (1")ano)_ 

In the lower-right corner of the screen is a diagram that shows the four cards currently available for use. The positions 
of the cards correspond to the buttons on your controller. The button icons are located on the outside corners of the 
cards, so that you always know which button to press in order to use which card. 























BattLgs 

While you are exploring the map, you will encounter enemies. Avoid their 
attacks, and use your cards to defeat enemy monsters. Since Tara cannot 
attack directly, the only way to defeat a monster is by using cards while you 
dodge attacks. Efficient, effective card use is essential, because the number of 
cards you can carry is limited. If you run out of cards to use before the mis¬ 
sion ends, you might have no alternative but to abort the game and start over. 


CNecpi/ CPoNSTeR CAuqes 

The Lupian Butterfly glides ahead of Tara and identifies the attribute and HP of each enemy. The status display appears 
just below the enemy. The icon on the left is the creature’s attribute. The gauge represents the creature’s Hit Points 
(HP). As you damage the creature, the gauge drops by that number of Hit Points. This is how you can tell if your 
attacks are effective against the monster. The attribute that’s displayed enables you to use cards of a stronger attribute 
to defeat the enemy more easily, and to avoid using cards that are weaker than the enemy. 



) What Is a Lupian Butterfly? 


This wondrous butterfly appears when enemies are near and 
points out danger. This mystic creature is also the mascot of 
the Band of the Scorpion. 


Cacdcra Lock-O n CDooe 



Use the Lock-On Mode to affix the camera so that your main opponent is 
always in view while you’re fighting. When the Lupian Butterfly is on the 
screen and swirling around an opponent, pressing up or down on the C Stick 
activates Lock-On Mode. Then press the G Stick left or right to switch target 
selection. Press the G Stick up or down again to deactivate Lock-On Mode. 


Qsinc; Caros 


To use a card, press the button corresponding to the onscreen position of the desired card. In the active hand, the top 
card is activated by the Y Button, the bottom card by the A Button, and the left and right cards by the B Button and 
X Button, respectively. Use your cards carefully. Cards such as Weapon types 
have a short range and must be used within a certain distance from a mon¬ 
ster. Other cards require you to be facing the enemy, or else you’ll waste the 
card attacking empty space. 

Different cards have various charges, which means you can use some cards 
more than once. As the charges of a card are used up, the card becomes 
increasingly colorless. Once you have completely used up a card, you cannot 
use it again in that stage. Used cards return to the deck automatically, fully 
recharged, when you exit to the World Map or continue to the next stage. 


























COCP5AT STRAT GC,lf 


When you’re facing less challenging foes that appear frequently, the ideal method is to use 
one card to attack one foe, by whatever method. Therefore, if you encounter three ene¬ 
mies at once, it would be wise to throw two or three Independent cards, and retain a 
Weapon card to defend Tara against close encounters. Practice conservation when dealing 
with minor foes to avoid running out of cards and failing the mission. 


During confrontations with tougher creatures designated as bosses, use cards freely to win 
the conflict as soon as possible. Throw two or more Independent cards so that the boss is 
surrounded by your monsters. Use decoy cards to prevent damage to Tara. Navigate the 
character behind the distracted boss, and sneak-attack with strong Weapon or Summons 
cards. Retain your most powerful cards for boss fights, and don’t hesitate to use them in 
the battle. 



Discarding (JNdiANTep Caros 

You can discard an unwanted card by holding down the R Button and then pressing the A, B, X, or Y Button corre¬ 
sponding to that card. Discarded cards return to the bottom of the deck, for use later in the mission. 

When you encounter an enemy or group of foes, the Lupian Butterfly may reveal that they’re strong against all the 
cards in your active hand. Run to a safe distance, and begin discarding cards until one or more cards enter your hand 
that are effective against the opponents. This guidebook also refers to this action as “shuffling the deck.” 

Card StrgngtDcning (The Z-CfliecT) 



By pressing the Z Button and a corresponding card button, you activate the 
Z-Effect. A blue frame surrounds the card. Under the Z-Effect, cards use twice the 
normal number of Magic Points but also fight with increased strength. Weapon 
cards, Independent cards, and Summoning cards can all have their attack power 
increased. Helper and Transform cards get a greater number of Hit Points. 


Card Cocdbos 



Additionally, by activating the Z-Effect on certain cards, you can create combos. Highlight 
all the cards in the combo simultaneously using the Z Button plus A, B, X, and Y of the 
corresponding cards. When all the cards required to perform the combo are highlighted 
with blue frames, the combo is prepared. The cards in the combo are highlighted in red. 
Once you have assembled a combo, you can throw it by using one of the cards. 


















After you identify a combo, it appears in the Combo list in the menu. The next time all 
the cards in the combo are in the hand at the same time, the cards appear with a red 
frame around them. All cards required must be in the active hand at the same time before 
you can activate the combo with the Z Button. 

Combos have a variety of effects, ranging from devastating attacks to ultimate healing 
spells. You’ll find a complete list of card combinations and their various effects in 
Chapter 6, “Combos.” 


CDaqc STONes 

Magic Stones restore your Magic Stone Gauge. They appear 
when you damage an enemy, and when you destroy a ter¬ 
rain object or an enemy creature. They disappear unless 
you collect them quickly. There are three types of Magic 
Stones. Each type replenishes your Magic Stone Gauge at a 
different rate: 


Magic Stones that are collected after your Magic Point 
Gauge is already full are converted to gold (G). Instead of 
recharging points to the Magic Gauge, each Magic Point 
that is over your maximum is converted to 1G. When this 
occurs, the total amount of gold is displayed briefly under 
the Magic Gauge. 

CxpeRieNce Points 


n 

Small Magic Stone: 
Recharges Magic 

Stone Gauge by 1. 

□ 

Medium Magic 

Stone: Recharges 

Magic Stone Gauge 
by 3. 

[1 

Large Magic Stone: 
Recharges Magic 

Stone Gauge by 5. 

No MP Equals 

Damage! 



If you run out of Magic Points, you lose Hit Points 
every time you use a card. If you run out of Hit 
Points, the mission fails, so collect as many Magic 
Stones as possible. 


When you defeat enemies in battle, you’re rewarded with Experience Points (EXP). Tara accumulates Experience 
Points, as do the types of cards used during the battle. When Tara reaches a certain number of EXP, she earns a new 
level. At higher levels of experience, Tara can use cards that are more powerful. She also earns an increase in Hit Points 
and Magic Points with each new level. With the EXP that cards earn, you can transform old cards into more powerful 
ones or make copies at a Card Shop. 


SpeciAl DACPAqe Conditions_ 

The special attacks of some creatures can cause special damage conditions. These damage conditions last for short peri¬ 
ods and hamper the abilities of Tara, as well as those of Independent and Helper creatures. These conditions are cur¬ 
able by certain Helper creatures, and by aborting the mission to return to the World Map screen. The special damage 
conditions are as follows: 


Poison: Hit Points are 
lost at regular inter¬ 
vals. 


Paralysis: The charac¬ 
ter’s or creature’s 
movement becomes 
slower. 

aSTAvtl 




Sleep: The creature or 
character is asleep. Hit 
Points return slowly. If 
attacked, sleep abates 
and movement is again 
possible. 


Stone: The creature or 
character is turned to 
stone and cannot 
move. 



Curse: The main char¬ 
acter is cursed and has 
two cards disabled. 

The creature loses all 
ability to attack while 
the curse is in effect. 


Charm: The creature 
begins attacking allies. 
The main character 
shows no side effects 
of this attack. 


























Capturing; Crcaturcs_ 

A Capture Card enables Tara to capture an enemy creature and seal it into card form. To capture an 
enemy monster successfully, you must deliver the killing blow with a Capture Card. This card inflicts 
only a miniscule amount of damage, so you must first wear the enemy down with normal attacks until 
it is almost out of Hit Points. Then the Capture Card is capable of using that creature’s abilities, 
according to the creature’s affinity and type. Note that some enemies are immune to capture. 


PxiRies 

Fairies are magical creatures that are native to Argwyll. They’re born from the slivers of 
the human heart that break off when someone forgets what it is to love. When new to the 
world, fairies are ethereal beings that disappear if touched. As they grow older, they 
change from blue to red and take on solid form. 

While navigating through all locations, you will encounter Red Fairies and Blue Fairies. 

Red Fairies often have important information that can help you complete your mission. 

The young scholar Jarvi will give you rare cards if you bring him a certain number of Red 
Fairies. 

Blue Fairies are harder to catch because they tend to fly away if they notice someone approaching. However, a Blue 
Fairy will benefit Tara in some random manner when caught: 

Heart: When Tara touches a Blue Fairy and a heart appears, an amount of HP equal to 30% of your maximum 
Hit Point total is restored. 

Magic Stone: When Tara touches a Blue Fairy and a large diamond shape appears above her head, the little 
creature restores your Magic Points to the maximum level. 

Card: One or more used cards are selected at random from your current deck, recharged, and returned to 
the deck for another use. 

jARVl’S house 

Jarvi is a young scholar dedicated to the study of fairies. However, he does not 
travel very well, so he has a very difficult time collecting fairies on his own. 
When you meet Jarvi during the game, he invites you to his house. He has a rare 
card collection, from which he’s willing to trade cards for Red Fairies. Return to 
Jarvi’s house as you gather more and more Red Fairies. 

I 


Where’s Jarvi? 


Check the Gromtull Desert section in Chapter 8, “Side 
Quest Missions,” for information about Jarvi’s availability. 
































ODbskdn Rating 

When you complete each mission, a performance evaluation for that mission appears. The 
Mission Rating screen displays the total number of monsters defeated, the amount of dam¬ 
age taken, and the number of cards used. Your overall performance is rated on a three-star 
system. The highest rating is three stars, and the lowest rating is zero stars. 

^ How Do I Achieve a Better Rating? 

Damage is possibly the biggest factor in every single mission. Some missions 
allow you to sustain up to 100 HP, but some missions allow only minor 
amounts of damage before your rating drops. The number of cards used is sec¬ 
ond in priority, since you must be active in the successful achievement of your 
rating. In some missions and side quests, the number of monsters defeated 
takes priority, but only on rare occasions. So if you’re taking a lot of hits and 
you’re wasting cards left and right, you should consider aborting the mission 
and starting over. 



Bonus Caro SelecTioN 



After completing a mission, you can receive bonus cards according to your performance. 
If you obtain a one-star rating or higher, six cards appear facedown. A one-star rating 
enables you to choose one card, a two-star rating allows for two cards, and so forth. 

A zero-star rating does not entitle you to select bonus cards. 

Select up to three cards by marking them with the Runestone sigil. Upon confirmation, 
the cards you’ve marked enter the deck. If you know that a certain rare card is available 
as a bonus card for the mission, but you fail to receive it as a bonus, you’ll have to reset 
your game to try the mission again. 


ODission pxiLuRe 

When Tara’s Hit Points drop to 0, you’ve failed the mission and the game returns to the World Map screen. You still pos¬ 
sess the items and cards that you’ve earned up to that point, though. Update your deck using the Edit function, and 
play the mission again. 

Aborting; The ODission 

If you use up all 30 cards, you very likely cannot finish the mission. At that point, it’s time to press START/PAUSE to 
open the menu and select the Abort option. Much as when Tara dies from HP loss, the items and cards you’ve obtained 
during the mission remain in your possession, along with all EXP points you’ve accumulated. The game returns to the 
World Map, and the character returns to full HP and Magic Points. You can reenter at your current location or revisit 
another place. You can also edit your deck and place recently acquired cards into the active stack. 

If you think about it, aborting a mission isn’t so terrible or disgraceful. If you run through an area, find all the items, 
and defeat many enemies, you can actually benefit from aborting your mission. It enables you to regain your strength, 
reorganize your deck, and better prepare for imminent boss fights. Many dungeons and dangerous areas contain cards 
and items that are best suited for use there. If you have foreknowledge of the layout and the dangers, you’re more likely 
to complete a mission with less damage and a better rating. This enables you to draw more bonus cards per mission, 
and your deck will be more complete. 

















The QJorLo CD<\p 

Each time the player completes or aborts a mission, the game returns to the 
World Map depicting the land of Argwyll. Tara’s Hit Points and Magic Points 
return to their maximum levels, and all damage conditions are removed. 


Location icons on the World Map indicate places to visit. 
Use the Control Stick to move the cursor to an icon and 
view the location’s name. While the butterfly cursor is hov¬ 
ering over a location, press the A Button to enter the area. 
Some locations contain more than one area. When entering 
such locations, you must select which area to visit before 
the menu opens. 

When you choose a location, the menu opens to display information about your character, your deck, and the area 
you’re about to enter. Just move the cursor to a blank area on the World Map and press START/PAUSE. 

CDain CDeNU 

Press the START/PAUSE button on the World Map, in a location, or during a mission to 
access the main menu. The menu display changes depending upon the circumstance. 
When the menu is activated while the cursor is pointing at blank land on the World Map, 
the menu displays character and deck information, accompanied by a brief description of 
the region. When the menu is activated while the cursor is pointed at a map icon, the 
right side of the menu displays a mini-map of the location (if available) and statistics on 
its monsters and enemies. This same version of the menu is displayed when you’re navi¬ 
gating Tara through an environment. 





The Help cursor is available on most of the 
menu screens. When the option is listed in 
the lower bar, press Z to activate the “?” 
cursor, and then use the Control Stick to 
move it to the icon or statistic you need 
help with. Scroll through text in the Help 
window with the C Stick. 



Start 


This command is only available on the World Map versions of the menu. When the cursor highlights 
command enables you to enter the selected area and begin a mission (if available). 


the Start 



























Deck 



The Deck submenu allows you to edit, rename, and copy your current decks, or 
create a new one. When you have more than one deck, you can select which 
one you’d like to use in that stage by highlighting it with the cursor prior to 
starting a mission. When you’re preparing to edit a deck, select it from the eight 
available slots across the top of the first screen. After choosing your deck, four 
commands allow you to modify the deck in various ways. 

To create a new deck from scratch, select an open slot from the top row and 
press the A Button. If you have no open deck slots, you need to delete at least 
one deck before you can make a new one. Enter a name for the new deck when 
prompted. Since your new deck contains no cards, you’re sent to the Edit menu 
to add cards to your new deck. 


Why Have More Than One Deck? 

Creating new decks is a way of storing previous card combinations. As you progress through the game, you 
will collect more than 30 cards. Consequently, some cards must be left out of your active deck when you 
start a mission. Before switching cards in and out, make a copy of your deck as it is now. This saves time 
when you need to switch your deck back to a previous state. You can also create decks that are strong 
against Fire Affinity creatures, decks that are strong against Earth Affinity creatures, and so on. 


Edit: Once a deck is opened, select Edit to switch cards in and out of the deck. 
All of the available cards, both inside and outside of the deck, are displayed. 
Cards already in the deck are full-color, and cards not in the deck are shadowed 
out. The number of each card in the deck appears below the card, followed by 
the total number you own of that card. Select a card by highlighting it with the 
cursor, and then press the A Button. With the card selected, press right on the 
Control Stick to add more of this type of card to the deck, or press left on the 
Control Stick to remove this type. 



Other Features of the Edit Submenu 

The icons along the top row of the Edit Submenu enable you to display cards according to various cate¬ 
gories, such as attribute, type, all cards, or only new cards. Change the set of cards that’s displayed by 
scrolling through these icons with the L Button and R Button. Press the X Button to view detailed informa¬ 
tion about the highlighted card. Press the Y Button to sort the cards according to various criteria. 

Displayed along the bottom of the screen is simple information about the card and deck, such as the name 
and basic stats of the current card, numbers of each card in the deck by attribute and type, and so on. 


J What Do Card Statistics Represent? 


A fully detailed explanation of cards and card statistics is contained in Chapter 
4, “Cards and Creatures.” It has all the pertinent information on how to pick 
the most suitable cards for each mission. 



Name: Select Name to rename your current deck. Highlight a letter with the cursor and 
press the A Button to add that letter to the deck’s name. The B Button deletes one char¬ 
acter at a time. Press START/PAUSE to move to OK, and confirm with the A Button when 
you’re finished. 



























Copy: Select Copy to duplicate the currently selected deck. This function is useful when you want to customize your 
deck slightly while leaving your favorite deck as it is. You can maintain up to 8 decks at once. 

Erase: Select Erase to delete a deck. This doesn’t delete the actual cards in that deck; just the order in which those 
cards were placed. 

Status_ 

In the main menu, you can already view a large amount of information about your charac¬ 
ter and her current deck, in comparison to the layout and statistics of the current area. 
When you choose the Status option from the menu bar, you can view more detailed infor¬ 
mation about your character. 


Character Status: The status of your character is displayed in the large window on the left, just as in the main menu. 
Title: Current rank. This will change throughout the game, depending on various conditions. 

Attr: Current attribute. Tara is Neutral. 

Level: Current level. 

Exp: Current number of experience points, and the amount of experience necessary to advance to next level. 

HP: Current Hit Points/Hit Point max. 

Magic: Current Magic Points/Magic Point max. 

Def: Defensive power of the player character. 

Gold: Current amount of gold (which is necessary to buy cards). 

Deck Information: The lower-left window displays the name of your current deck, the number of cards of each attrib¬ 
ute, and the number of each type of card. 



Skill Level: Displayed in the main right-hand box is Tara’s skill level for each attribute. Using a card of a certain attrib¬ 
ute raises the character’s skill level for that attribute, but it lowers the character’s skill level for every other attribute. 
When the character’s skill level for any attribute changes, 
a message appears just below the Magic Point gauge. These 
levels determine which cards you can use effectively. For 
instance, the Dragon Knight card is a three-star Water card. 

This means that until Tara achieves three stars in her Water 
skill level, this card will cost twice the normal number of 
Magic Points. 



Deck Sub-Information: Other information about your current deck is displayed in the lower-right window. Total Magic 
Required is the number of Magic Points needed to use every card in your current deck. “Too Powerful” indicates the 
number of cards in your deck that are rated higher than your current skill level with such a card. 


Items: Use this command to view a list of the items you’ve collected along your journey. 
Most items are keys required to complete a mission. 



Combos: This command at the top of the Status submenu allows you to view a list of the combos you’ve learned from 
other characters and the combos you’ve used. Highlight and select a combo to view more detailed information, or for £ 
reminder on how to perform the combo. 
















Si/sTecp 

The System submenu allows you to save a game or load a saved gave. The Save function is available only from the 
World Map menu. You cannot save game data while you’re on a mission. The System submenu also contains an Options 
feature, which allows you to control sound volume and quality, as well as the rumble effect. You can also use Options to 
switch the camera controls on the GameCube controller. Set 2 makes it easier to use the lock-on function in battle, but 
you can’t zoom the view. The Catalog command allows you to view all the cards in your possession. 


CATAloq 



Select Catalog to view all the cards you’ve collected in the game. As with the 
Edit submenu, the cards can be narrowed down by attribute, type, or new cards. 
Select from these icons with the L Button and R Button to change the cards dis¬ 
played. Use the Y Button to sort the cards, and press the X Button to view card 
details. 


Caro Shops 


At certain points in the game, you’ll come across Card Shops. Here, you can 
buy, sell, upgrade, and make copies of cards. To earn the gold needed to buy 
cards, collect Magic Stones or sell cards you acquire in missions. 

The inventory of these shops will change as you progress through the game. The 
selection of cards you can purchase varies, depending on how far along you are 
in the game. 

Selling cards is the best way to make money so that you can purchase other 
cards. When you sell a card, make sure the selling price is worth giving up the 
card. Some cards are highly undervalued to encourage you not to sell them. In 
addition, don’t sell too many cards, because you must retain enough of them to 
remain effective in combat. As a rule of thumb, only sell surplus cards of which 
you own more than one. 



(JpqRAOe 




Cards gain Experience Points when used in battle. When a card has enough EXP, you can 
upgrade it to make it more powerful. The Upgrade submenu displays the cards with 
improvement possibilities. Cards that are ready to upgrade are full-color, while shaded 
cards are not yet ready. From this list, select a card to upgrade. 

Once you’ve selected a card, a list of possible upgrades 
appears. If one or more of these cards are facedown, it 
means your card doesn’t have enough experience points to 
enable that upgrade. 


When you upgrade a card, the old card is removed from 
your deck. If you only have one of that card, you should 
make a copy before upgrading. Otherwise, you might 
miss out on opportunities for other upgrades that are 
available from the original card! 



























Copi/_ 

If you want to make copies of one of your existing cards, select Copy. From your card inventory, select the card you 
want to duplicate. Similar to upgrading a card, a certain number of Experience Points are required to duplicate a card. 
This number is usually equal or less than the number required for an upgrade. Always make a duplicate of a card before 
you upgrade it, unless you already have more than one copy of the card. 

Vs. CDooe 

When you connect a second controller to Controller Socket 2 of the GameCube, Vs. Mode 
becomes available on the title screen menu. This mode lets you go head-to-head with a 
friend, or with an otherwise esteemed card master adversary. Starting characters are avail¬ 
able, or you can load saved game data from Story Mode. 

The Start option enables you to choose the setting for your 
card battle and then begin. Before starting, use the PI 
Options/P2 Options commands to enter the character setup 
screen. The Rules option allows you to change the battle 
progression method. 

The first player who runs out of Hit Points loses. If time runs out without a knockout, the 
player with the most Hit Points wins. 


The Golden Goose Card 

The only way to obtain this rare card is to capture the creature with a Capture Card during VS Mode, on the 
Ruldo Forest VS map. Sometimes, when entering this map for VS Mode, the Golden Goose will spawn at the start 
of the battle. It will quickly dart across the area and bury itself in the ground. This creature has a 30% chance to 
appear at the start of the match. If it manages to burrow into the ground, the chance to catch it is lost. To catch 
the Golden Goose, Player One should have four Capture Cards in his deck and no other cards. Player Two should 
carry four star Weapon cards that do almost, but not quite, 32 points of damage. The idea is that Player Two 
must damage the goose enough that the Capture Card is able to capture the creature when hit. This task is very 
difficult and requires several attempts. 




P1/P2 Options 



Before the battle begins, each player can customize a number of settings. Only the 
controller that’s plugged into port 1 can select PI Options, and P2 Options can only be 
selected by the Socket 2 Controller. Just as in Story Mode, the Deck setting allows you to 
select the deck you want to use and customize it to your liking. You can also bet cards on 
the battle, and the winner takes the loser’s wagered cards. The P1/P2 Options screens also 
allow you to choose a different character model, save any edits you’ve made to your deck, 
and load a character from a saved game in Story Mode. 


BattLinc; for Caros 



The Bet option in the PI or P2 Options submenu allows challengers to select a card or 
cards to wager on the upcoming round. The maximum allowable bet for one battle is three 
cards. Use the A Button to choose the cards. If both players are sharing the same saved 
game data, no betting can take place. Once you place a bet, do not remove any memory 
cards until the battle is over and the game is finished saving data for both players. 























Unlimited Bonus Cards in Vs. Mode! 

This is a cheat to help strengthen your deck, or to snatch extra cards to sell for a virtually unlimited supply of 
gold in Story Mode. Start a new Story Mode game, finish the first couple of missions, then save it to a new slot on 
a memory card. Then start a second game, play for a while, and save it to a second slot on the same memory 
card. Copy the second save to a second memory card. Exit the game and set up a Vs. game by yourself. Load 
both saves for PI and P2, respectively, and force your nonexistent opponent to bet great starting cards with high 
sale values, such as the Dragon Knight and the Fairy. Then start the match and defeat the fake P2 character. 

Each time you win, these great cards are yours! Once you’ve stolen all the good cards from that saved game, 
overwrite your backup save and repeat the entire process. 


CbARACTeR 



Progression in Story Mode unlocks more characters for use in Vs. Mode. Load a 
saved game that contains extra characters, and then choose the Character 
option in the PI or P2 Options submenu. The Character screen shows all of the 
available characters in full 3-D view. Select the character you want to use in bat¬ 
tle. Player 2’s characters always wear different colors than Player l’s characters. 



Tara 

Default VS Mode Character 

Kendarie W. 

arrior Complete the Kendarie Fortress Mission 

Stranqer 

Defeat Unknown Man at Ruido Forest 

Leod VIII 

Defeat Leod VIII at Royal Tower, Middle 

Rashiannu 

Complete Story Mode 

Helena 

Beat Helena at Sacred Battle Arena 2 

Thalnos 

Beat Thalnos at Sacred Battle Arena 2 

Katia* 

Beat Thalnos at Sacred Battle Arena 2 

* Once Katia is available in VS Mode, you 

may load 

a game save and card deck from the 

original Lost Kingdoms game. 


RuLes 

The Rules menu allows you to customize the settings of the battle. The player 
who activates the Rules menu has control of the screen. Use the Control Stick 
to toggle the settings. The changes remain in effect after you go back out to the 
main menu using the B Button. 


Time Limit: Sets a time limit for each fight. Timer settings are 120 seconds, 300 seconds, or unlimited time (°°). 
Capture: When this feature is turned on, you can catch your opponent’s creatures by using a Capture Card. You must 
acquire a Capture Card in Story Mode before you can use one in Vs. Mode. 

Fair Play: The Fair Play rule disables the use of certain cards that the weaker player doesn’t possess. Turning on Fair 
Play brings up a list of the unusable cards. When this rule is active, any cards deemed illegal are disabled automatically 
before the start of combat. 

Player One/Player Two Level: You can alter the level of each player to raise or lower the number of Hit Points and 
Magic Points each person starts with. This can be used to set handicaps for more experienced players. The level setting 
goes from 1, (the lowest level), to 20, (the highest level). 
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This section provides a complete list and explanation of all cards and their associated creatures. Use it to gain fore¬ 
knowledge and insight on all cards, including the ones you do not yet own. Shop Statistics provided for all cards allows 
you to know about important upgrades before they are revealed in your game. This section is designed to help you gain 
almost all of the cards possible through upgrades. Refer to these pages often as you play, especially each time you enter 
a Card Shop. 


Explanation op Statistics 


All of this information is also available on the Card Spec screen. Enter the Deck 
submenu, choose the Edit command, select any card, and then press the X 
Button to view the card in detail. Press left or right on the control stick or con¬ 
trol pad to switch from card view to enemy view. Press the Left Button or Right 
Button to view the next card in the deck. 


) Card Screen Assistant 


Just like the other menu screens, the Help cursor is available on the 
Card Specs screen. Just press Z, then move the “?” cursor to the icon 
or statistic that requires definition. 



No 

The position of the card in the deck, especially when sort¬ 
ed by number. 

NACoe 

The common name of the card, as well as the monster 
encountered in the field. 


Attributc 

Every card has an attribute, indicating both the strength 
and weakness of the creature. Whether the creature is an 
Enemy, a Weapon, an Independent, or a Summons type, 
the damage inflicted by the creature adheres to the 
strengths and weaknesses of the associated attribute, such 
as Earth, Fire, Water, Wood, Mech, or Neutral. You will 
have an easier time in battle if you select cards whose 
attributes give them an advantage over the enemies you 
expect to face. 


<$• 

6 


Fire: Strongest against Wood creatures; 
Weakest against Water creatures. 


Water: Strongest against Fire creatures; 
Weakest against Earth creatures. 



Wood: Strongest against Earth creatures; 
Weakest against Fire creatures. 


Neutral: Not weak against anything; Strong 
attack ability. 


Earth: Strongest against Water creatures; 
Weakest against Wood creatures. 


t Mech: Not weak against anything; Strong 
* defense ability. 
















^ Using Area Statistics 


When selecting an area to enter on the World Map, a screen displays the percentage of enemies in the loca¬ 
tion who adhere to each Attribute. Edit your deck accordingly before entering. For instance, if the area has 
many foes with the Fire Attribute, be sure to bring along plenty of Fire and Water cards, but leave out most 
of your Wood cards. 


Type 

The function of a card when used. 



Weapon type creatures appear for a 
moment, attack the enemy, and then 
disappear immediately. 


Independent creatures fight alongside Tara 
in battle, for various amounts of time. 


Helpers are like Independents, but rather 
than attack they assist Tara or other active 
Independent allies. Some Helpers can open 
sealed areas when their card lands upon a 
Lightning Circle. 


¥ Summons are spirits that “take over” Tara’s 
body, allowing her to perform either a task 
or special attack once, then disappear. 

Transform cards turn Tara into a creature, 
allowing her to access difficult-to-reach 
areas or to perform powerful attacks. 
Entering a Magic Booster while transformed 
will give you a temporary power-up. 

Enemy is the adversary version of the crea¬ 
ture, encountered in the field. Enemies will 
attack Tara and any support creatures she 
summons to aid her in battle. 



oec 


Level, _ 

The skill level required for using a card effectively. A card 
rated higher than Tara’s current skill level for that 
Attribute consumes twice as many Magic Points if used. 

For instance, the Dragon Knight card is a ★★★ Water 
card. This means that until Tara achieves ★★★ in her 
Water skill level, use of this card will cost twice the nor¬ 
mal number of Magic Points. 

STONes Req._ 

Magic Points required for using a card. Magic Stones gath¬ 
ered from damaged or defeated opponents replenish Magic 
Points. If the level of a card is higher than your current 
level, twice as many Magic Points are required to use the 
card. 

_ 

“Hit Points” or the number of points of damage that the 
creature can sustain before it disappears from battle. If a 
creature’s HP drops to zero before the Lifespan of the card 
expires, the creature will die prematurely. Only 
Independent creatures and Helper creatures have a HP 
rating. All enemies have HP, and they are defeated when 
their HP falls to zero. The Lupian Butterfly that flies in 
front of Tara reveals enemy creatures’ HP. 


The defensive power of the creature, determined by analy¬ 
sis of the enemy’s self-protective and evasive capabilities. 
Creatures with higher DEF will avoid attacks more easily 
and suffer less HP damage from each attack. 


The time, in seconds, that an Independent or Helper crea¬ 
ture remains active once its card is thrown, if the creature 
is not first reduced to 0 HP. 


A special ability the creature might use, but not an attack. 
Examples of Unique Skills include a creature capable of 
HP restoration or of casting status impairments or cures. 


The attacks or aggressive abilities of the creature or the 
action associated with the card, and the relative strength 
rating of each attack. 


© 


LipespAN 


SKilLs 


(JNiq. SKL 



















No.OOl Skeleton 


CxpLANATlON Of Shop STATISTICS 

You can purchase, sell, copy, or upgrade cards at card shops. You’ll find them in 
peaceful towns, such as Kadishu and Grenfoel Cathedral. 

PRice_ 

The common cost in GP of a card at any card shop. If the field is blank, the 
card is not available to purchase in any shop. Hang onto these cards! 

Sell_ 

The selling price in GP of a card at any card shop. Merchants will buy any card 
in your possession. The sale price is usually lower than the value of the card, 
so think before you sell. 



Copt/ 

The number of card experience points (EXP) required to 
create an exact duplicate of a card. Cards of a certain type 
gather a pool of EXP when used in combat. For instance, all 
of your No.OOl Skeleton cards collect and share the same 
amount of card EXP. Copying a card is wise if you wish to 
upgrade a card, but have only one in your possession. 


UpCjRAOe 

You may upgrade cards with enough experience points 
(EXP) to other, more powerful cards. We have listed all 
possible transformations, as well as the amount of EXP 
required to enable the upgrade. In the shop menu, possi¬ 
ble upgrades remain face down until the card has enough 
EXP. Some cards have no upgrades, and will not appear at 
all in the upgrade screen. During a card upgrade, the new 
card replaces the old one. Therefore, if you wish to 
upgrade a card but there is only one in your deck, it might 
be wise to make a copy first. 


How Do I Know For Sure to Upgrade? 

The accumulation of Experience Points for upgrades is a game-long quest. If a card has several available 
upgrades, it’s a good idea to wait until the more expensive upgrades are available. Also, it doesn’t hurt to check 
the resulting card’s statistics. Buying a card at some point in the game is much easier than upgrading, so wait to 
purchase rather than upgrading. 















































































































































































































































































































































































































































































































































































































































































































































No.098 (Mind Flayer) 20000 EXP 


Type: 

Enemy 

Sell: 

1600G 

HP: 

260 

Copy: 

36000 EXP 

DEF: 

9 

Upgrade: 

None 
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Stones Req.: 

x5 

HP: 

45 

DEF: 

8 

Lifespan: 

135 

Uniq. Ski: 


Skills: 

Triple Fireball, ATK 22 
Jump, SPECIAL ATK 


0 





















































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































CbApTeR 5 



The enemies described in this chapter are different from the ones in Chapter 4, in that they don’t appear as cards and 
cannot be captured as cards. Most of these foes appear as boss enemies, and their statistics are mirrored in Chapter 7, 
“Missions.” This section goes more in-depth on each foe, specifying immunities and weaknesses that you might use to 
your advantage when confronting these strong opponents. 

KcNOARie SoLOieR 



0 


Stage(s): 

Kendarie Fortress 

Poison 

50% 

HP: 

70 

Paralysis 

50% 

DEF: 

10 

Curse 

100% 

ATK: 

18 

Charm 

100% 

EXP: 

140 

Stone 

50% 

Magic Stone: 

20 

Sleep 

100% 

Cards Used: 

Giant Crab, Dark Raven, Blood Bush, 

Instant Death 

100% 


Aggressor GL2, AcidBot 

Electric Shock 

100 



(JnKnoojn CDan (f) 


Stage(s): 

Ruldo Forest 

Poison 

50% 

HP: 

120 

Paralysis 

50% 

DEF: 

10 

Curse 

50% 

ATK: 


Charm 

100% 

EXP: 

100 

Stone 

70% 

Magic Stone: 

50 

Sleep 

100% 

Cards Used: 

Skeleton, Lizardman, Carbuncle, 

Instant Death 

100% 


Dark Raven, Dragon Knight 

Electric Shock 

100% 







































































UnKncxjlin CDan (2) 































































































(JnKnouin CDan (7) 




Stage(s): 

Isamat Urbur 

Poison 

100% 

HP: 

220 

Paralysis 

80% 

DEF: 

13 

Curse 

100% 

ATK: 


Charm 

100% 

EXP: 

800 

Stone 

50% 

Magic Stone: 

25 

Sleep 

100% 

Cards Used: 

Vampire, Demon Skeleton, Pixie, 

Instant Death 

100% 


Berserk Master, Charadrius 

Electric Shock 

100% 



Leoo Vlll 




TbALNOs 













































































Katia 




Stage(s): 

Sacred Battle Arena 2 

Poison 

100% 

HP: 

300 

Paralysis 

100% 

DEF: 

18 

Curse 

100% 

ATK: 


Charm 

100% 

EXP: 

1600 

Stone 

100% 

Magic Stone: 

30 

Sleep 

100% 

Cards Used: 

Sphinx, Whip Worm, Steel Skeleton, 

Instant Death 

100%* 


Doppelganger, Demon Swordsman 

Electric Shock 

100% 



Boot/ op The Cpo I 




Stage(s): 

Runestone Caverns, Lower Chambers 

Poison 

100% 

HP: 

190 

Paralysis 

100% 

DEF: 

7 

Curse 

100% 

EXP: 

800 

Charm 

100% 

Magic Stone: 

10 

Stone 

100% 

Skills: 

Drain Breath, ATK 15 

Sleep 

100% 


Big Thump, ATK 30 

Instant Death 

100%* 

Electric Shock 100% 


Booy op The Cpo 2 


Stage(s): 

Royal Tower, Upper 

Poison 

100% 

HP: 

700 

Paralysis 

100% 

DEF: 

12 

Curse 

100% 

EXP: 

0 

Charm 

100% 

Magic Stone: 

0 

Stone 

100% 

Skills: 

Drain Ball, ATK 30 

Sleep 

100% 


Drain Breath, ATK 40 

Instant Death 

100%* 


Laser Beam, ATK 50 


100% 



“ViNes” op Booy op The Cpo 




Stage(s): 

Royal Tower, Upper 

Poison 

100% 

HP: 

50 

Paralysis 

100% 

DEF: 

5 

Curse 

100% 

EXP: 

0 

Charm 

100% 

Magic Stone: 

o 

Stone 

100% 

Skills: 

Peck, ATK 38 

Sleep 

100% 


Lash, ATK 28 

Instant Death 

100%* 



Electric Shock 

100% 






Katia, Body of the God, and “Vines” are immune to the effects of the Doppelganger card. 
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By activating the Z-Effect on certain cards, you can create combos. Combos have a variety of effects, ranging from dev¬ 
astating attacks to ultimate healing spells. 

CDaKinc a Cocdbo 

All cards required for the combo must be in the active hand at the same time. Highlight all the cards in the combo 
simultaneously, using the Z Button plus the A, B, X, and Y of the corresponding cards. When all the required cards are 
marked with blue frames, the selections change to red. This indicates that the combo is prepared. Once you’ve assem¬ 
bled a combo, you can perform it by using one of the cards. 

Cocdbo toeNTipcATiON 

After you identify a combo, it appears on the Combo list in the Status menu. Combos can be added to your list through 
experimentation, or when Red Fairies whisper them in the ear of your character. You can get a jump on your Combo 
list by creating all the combos yourself, as identified in the following table. Combos are listed according to their order 
in the Combo list. 






Triple Hagan 

No.171 Storm Hagan 

No. 172 Rock Hagan 

No.173 Bum Haqan 

6 

Combo attack using three giants. A giant is tossed into the air, 
only to dive down upon his foes and explode like a bomb. 

Ultimate Pasta 

No.003 Red Dragon 

No.115 Green Dragon 

No.143 Brine Dragon 

No.160 Amber Dragon 

16 

A summons combo using four types of dragons. Nearby 
enemies are frozen, squeezed, pierced, and finally roasted. 

Rotary Death 

No. 102 Decoy Pillar 

No.026 Carbuncle 

6 

A Carbuncle races around a Decoy Pillar, attacking one enemy 
after another. 


No.004 Lizardman 

No.007 Red Lizard 

No.039 Basilisk 

No.071 Venom Lizard 

5 

Lizardman and his closer relatives show off their prowess 

Rocky Forecast 

No.060 Stone Head (x3) 

8 

Innumerable meteors rain down from the heavens. 

Sir Spear-A-Lot 

No.002 Ghost Armor 

No.101 Chaos Knight 

7 

Lightning spear attack against any and all foes in the vicinity. 

Temper Tantrum 

No.030 Fire Golem 

No.097 Ice Golem 

7 

Rustles up a storm of fire and ice that will damage enemies 
across a very wide swath of territory. 

Goblin Guts 

No.009 Hobgoblin 

No.077 Goblin Lord 

4 

Two goblins team up to pound your foes. 

Lethal Orbit 

No.026 Carbuncle 

No.065 Juggernaut 

No.091 Whip Worm 

8 

Three spinning creatures take up positions around you. 

They are more powerful together than when used singly. 

Crystal Rage 

No.063 Dragon Knight (x2) 

No.052 Crystal Rose 

5 

Two Dragon Knights and a Crystal Rose team up and go on 
the attack. Results in a charm effect in victims. 

Mandragora Mixer 

No.005 Mandragora 

No.050 King Mandragora 
No.125 Mandra Dancer 

4 

Causes damage to all enemies within a wide range, regardless of 
their defensive ability. 

Rust and Roll! 

No. 188 Acid Dragon 

No.193 Pixie 

5 

While the Pixie and the Acid Dragon are in play, all mechanical 
creatures shed Hit Points at a rapid rate. 

EconoMagic 

No.072 Tiger Mage 

No.151 Panther Mage 

12 

While this is in effect, you use Magic Stones at 1/4 the normal 
rate, in Vs. Mode, your foe will need four times as much magic 
as normal. 

Just Visiting 

No.105 Doppelqanqer (x2) 

20 

Brings you back to life if you're killed. Can be used once only. 

Djinn and Bear It 

No.062 Efreet 

No.131 Dao 

No. 134 Marid 

6 

Deadly combo attack featuring an Efreet, a Dao, and a Marid. 

Triple Kamikaze 

No.036 Flying Ray 

No.053 Dark Raven (x2) 

3 

Three flying creatures take formation and then dive headfirst 

One Way Ticket 

No.113 Valkyrie 

No. 185 Thanatos 

10 

Causes all friendly creatures to self-destruct, and then applies an 
equal amount of damage to enemy monsters. 





























The Masters Four 

No.024 Fenril 

No.038 Behemoth 

No.064 Demon Fox 

20 

The four sacred beasts are summoned to punish Fire, Water, 

Earth, and Wood creatures. 

The Big Save 

No.045 Great Turtle 

No.069 Blue Dragon 

No.081 Golden Phoenix 
No.083 White Tiger 

24 

A Summons combo that restores full health and all your cards. 
Previously used cards return to your hand, smashing into foes on 

Brutal Nightmare 

No.111 Succubus 

No.112 Incubus 

8 

Puts a charm spell on all nearby enemies, and takes half of their 
Hit Points. 

Phantom Bulldozer 

No.017 Wraith 

No.025 Lich 

No.149 Sekmet 

9 

Applies ice and flame damage to a wide area in front of 
your character. 

Living Large 

No.205 Phoenix 

No.081 Golden Phoenix 

22 

Makes Tara and all friendly creatures invulnerable to damage, 
while gradually restoring their Hit Points. 

Elemental Victory 

No.056 Dryad 

No.070 Gnome 

No.090 Undine 

No.075 Salamander 

8 

Gradually reduces the Hit Points of Neutral and Mech creatures 
for as long as they're on the battlefield. 

Skullapalooza 

No.001 Skeleton 

No.223 Ice Skeleton 

No.093 Demon Skeleton 

No. 100 Steel Skeleton 

22 

Skeleton types gather around an Ice Skeleton and then launch a 
continuous attack on the enemy. 

Stone Cold Sniper 

No.145 Stone Golem 

No.059 Archer Tree (x2) 

7 

A transformation combo. Two Archer Trees jump up on a 

Stone Golem, giving them greater shooting range. 

Mega Tremor 

No.103 Elephant King 

No.006 Elephant 

9 

A powerful earthquake created by the enraged stomping 
of a Mutant Elephant. 

Time Out! 

No.031 Running Bird 

No.046 Gold Butterfly 

21 

An extremely unusual combo that freezes all enemy monsters 
dead in their tracks. 

Hell Hole 

No.170 Gravity Pillar 

No.105 Doppelganger 

12 

Opens the Well of Hades at the foot of a Gravity Pillar. 

Destroys any enemies that are sucked in. 

Spiritual Force 

No. 106 Earth Elemental 
No.107 Water Elemental 

No.109 Wood Elemental 

12 

Takes half the Hit Points of every Fire, Wood, Water, and 

Air Raid 

No.048 Treant 

No.053 Dark Raven (x2) 

3 

Using a Treant as their home base, two Dark Ravens fly 
around pecking at your foes. 

Tech Support! 

No.141 Acid Cloud 

No.046 Gold Butterfly 

6 

Causes all mechanical creatures, friend and foe alike, 
to stop working for as long as it's in effect. 

Song of Hades 

No.074 Siren 

No.117 Mermaid 

5 

The horrible anthem of the Netherworld. 

Causes both poison and normal damage. 

Hearing Aid 

No.086 Sphinx 

No.014 Mummy (x2) 

8 

Creates a hypersonic wave that travels forward in a wide path, 
damaging all monsters it hits. 

Uber Vampire Root 

No.020 Vampire Bush (x2) 

4 

Creates a Vampire Bush of unusual size. The giant bush sucks 

Hit Points from enemies at a high rate, and gives them to you. 

Mo Better Moray 

No.218 Fire Moray 

No.219 Water Moray 

No.220 Earth Moray 

5 

Three Morays intertwine, sending up flames as they circle about. 

Prayer of the Wise 

No.049 Sea Monk 

No.096 Mind Flayer 

15 

A Summons combo that boosts the number of cards returned to 
your deck. You get back 15 used cards for the price of two. 

Hawging the Action 

No.018 Ore (x4) 

3 

Combo attack by four Ores. If all four of them hit, they can 
inflict a great deal of damage. 

Stone All Around 

No.015 Cockatrice (x2) 

4 

Two Cockatrices spin around together, turning nearby enemy 

Tender Mercy 

No.082 Rheebus 

No.019 Fairy 

5 

A healing combo using the power of two healing creatures. 

The degree of healing is significant. 

Green Guardian 

No.135 Elf 

No. 136 Elf Lord 

No. 137 Dark Elf 

8 

While active, this attacks enemies and gradually restores the Hit 
Points of all friendly creatures. 









































CbApreR T. CDissions 

NosLecDAN’s ResioeNce 



Mission Objective: Nobleman s Residence 

Tara Grimface is accompanying the Band of the Scorpion as they 
burgle the empty residence of a wealthy noble. Creatures have 
mysteriously assumed residence in the dark mansion, and Tara 
must deal with them head-on. Using her Runestone and her deadly 
deck of cards, Tara must lead her fellow thieves to the exit. 
However, a deadly guard dog is waiting... 

Map Legend Enemy Affinities* 


■'Use these percentages to edit the deel 
before each mission and start off with 
the right cards to combat the monsters 


y The Red Fairy Hunt ^ 

The red dots marked on each map are the general locations of Red Fairies. 

The walkthrough may or may not mention each of these creatures, but the 
maps provided in this guide point out the locations of all 100! Find Red 
Fairies and take them to Jarvi’s House in Kadishu, in exchange for rare cards! 

The LoCJJCR CbACPBCR 

From Tara’s starting position, turn around and run down the stairs on the left. Move 
toward the door at the bottom until a “!” icon appears above Tara’s head. Then press the 
A Button and she will open the door. 



Searching Cautiously 


Don’t press the A Button to open a door, speak to a person, 
or examine the environment until the “! ” mark clearly 
appears over Tara’s head. Otherwise, you’ll waste your A 
Button card! 


Starter Deck 

Tara begins the game with the following cards: 
No.004 Lizardman(4) 

No.009 Hobgoblin(3) 

No.012 Man Trap(3) 

No.019 Fairy(l) 

No.063 Dragon Knight(l) 


r 



BReAkABLes ano CbesTS 

Inside the chamber, 
you can speak to 
the other bandits 
waiting here. 

However, don’t 
believe them when 
they say the room 
is clear. Continue to 
the back of the 
room, and use a Weapon card to destroy the 
crates behind the bookshelf. The Lizardman card 
is the best Weapon card to use for destroying 
environmental objects, since it can be used many 
times before all of its charges are depleted. Open 
the two red chests behind the bookcase to find a 
No.053 Dark Raven card and a No.078 Scythe 
Beast card. 








































) Deck Shuffling 


If a Lizardman card or Weapon card is not present in your deck, hold down the 
R Button and press the A, B, X, or Y Buttons to discard the cards in your hand. 
Discarded cards return to the bottom of the deck and can be used later in the 
mission. Keep shuffling cards until a Lizardman card falls into your hand on the 
lower-right side of the screen, and then you can easily knock aside several 
crates with one attack. 


Stanoinc; Bandits 


Return up the stairs to the starting point, and then into the foyer. Several bandits wait 
near the door, all of them too chicken to proceed without Tara. To the right of the double 
doors stands Sol, a new member of the Band of the Scorpion. Speak to these people if you 
want, and then open the tall double doors. 

Speak to the Fellow Bandit standing to the right of the next 
set of doors. The second choice in his dialogue triggers a 
short description of how to use cards in combat. When 
you’re ready to fight, open the small double doors and 
engage the enemies within. 



Collect Blue Fairies 



Small blue flying creatures frequently appear in the small room between the 
foyer and the corridor. Run after these Blue Fairies and try to touch them. 
When you capture a Blue Fairy, it might restore HP or Magic Points, or it might 
even restore the charges in a used card and return it to your deck! 
Unfortunately, Blue Fairies often wander toward enemy locations, so be careful! 


Caro Cocdbat 

A Beaker and a Dark Raven in the corridor provide Tara with a challenging first fight. 
Press the A, B, X, or Y Buttons to throw the cards in your hand. Unleash Independent 
creatures, such as Man Traps, but be sure to save the Dragon Knight card for your next 
encounter. Try to keep a Lizardman card handy, just in case one of the enemies wanders 
too close to Tara. 

As Independent creatures attack the monsters in the corridor, run behind the enemies 
and collect the Magic Stones they drop when damaged. Magic Stones replenish Magic 
Points first, allowing you to throw more cards without penalties. If Tara’s Magic Points are 
full, the extra points are converted to gold, and the new amount of money is displayed 
under the status bar in the upper-left corner of the screen. 


Calling Back Creatures 

If the enemy creatures are defeated and an Independent or Helper creature 
remains onscreen, you can send the creature away by discarding it from your 
hand. Independent creatures with partial charges return to the bottom of the 
deck, but at least they can be used again in the mission. Never allow an 
Independent creature to become used up when no enemies are onscreen! 



































boss CNecpies 


Only one door in the corridor is open, besides the one where you entered. As you head through the doors into the 
small room toward the exit, a canine creature appears and attacks. This monster is swifter and more fierce than the 
ones you’ve encountered previously. Most missions culminate in such an encounter, called a boss fight. During boss 
fights, you should use cards less conservatively and unleash the power of your strongest cards. 


^osspqbf) 


lleLL lloaNO 



The swift ferocity of the Hell Hound is matched only by the 
power if its attacks. Tara must avoid damage from the monster at 
all costs, even if it means losing the opportunity to collect a few 
Magic Stones. Since the affinity of the monster is fire, Man Traps 
will be weak against its attacks. The giant plant creatures are 
great for Tara to hide behind, but in order to do any real damage, 
you should throw Hobgoblin cards. Their fire affinity makes them 
at least evenly matched with the Hell Hound. 

Box in the Hell Hound by throwing several Hobgoblin cards at the same time. 
As the battle ensues, move Tara around the outside of the circle and try to 
pick up Magic Stones. Keep your eyes open for Blue Fairies that might appear 
in the room, since they replenish HP and possibly cards. As always, keep a 
Weapon card, such as Lizardman handy, in case the Hell Hound leaps too 
close to Tara. Using a Weapon card with the right timing might cause an 
enemy creature to abort an attack. 

If you get in trouble, summon some Independent creatures to keep the Hell 
Hound busy. Retreat to the previous corridor, use the Fairy card, and bask in 
her healing glow for a few minutes. However, this foe isn’t too troublesome, 
so your Hobgoblins shouldn’t have any problems. t 


OOission Gno 


The mission ends shortly after the Hell Hound is defeated. After each mission, your per¬ 
formance determines a rating. The Mission Results screen shows the number of monsters 
you’ve defeated, the HP of damage you’ve suffered, and the number of cards you’ve used. 



The number of stars you’re awarded also determines the 
number of bonus cards you can draw at the end of the mis¬ 
sion. The maximum is three cards. A rating of zero stars 
means you cannot draw bonus cards. Six cards appear face¬ 
down, and you can mark up to three of them. After you 
confirm your selection, the cards you’ve marked are 
revealed and added to the deck. 



Your final rating is a combination 
of factors. The highest result is 
three stars, and the lowest is zero 



No.213 Beaker 


84 
































Better Mission Results 

The main factor in determining your rating is the amount of damage you’ve suffered during 
the mission. If Tara’s HP is lowered significantly, a one- or two-star rating is more likely. If 
you’re taking a lot of damage during the mission, you should consider using the Abort com¬ 
mand (press START/PAUSE). With your knowledge of the area’s layout and your experience 
with the creatures you’ve encountered, you can clear a mission much more easily a second 
time through, taking less damage. Once a mission ends, there’s no second chance! 


Rgasons to Return_ 

Many of the enemy-infested stages of the game contain areas that are inaccessible during the initial mission. Such areas 
provide “reasons to return” to the stage later, when you have certain cards or items in your possession. At the end of 
each mission in this book, you’ll find a section like this that covers the extra areas and items in each level. These 
should help clear up any confusion regarding unreachable items or areas as you navigate each stage. 


> 


the 

Mysterious Key from Gurd in Sacred Battle 
Arena 1. The Mysterious Key can unlock the 
two doors in the central corridor. The eastern 
passageway leads downstairs to a room where an 
Unknown Man waits. Defeat him in card combat 
to get his Runestone. 

Next, enter the center door from the middle corridor. This path eventually leads upstairs to a room with a 
stone table. The map on the table shows the location of Isamat Urbur. The Isamat Urbur stage appears on 
the World Map. 




)D^k 


Edit Between Missions 


After each mission, you return to the World Map screen. New areas that 
you’ve unlocked appear, and you can view the affinity ratios of these 
areas before entering. Use this information to edit your deck so that you 
have the right cards to suit the occasion. As the game progresses, you’ll 
find that there’s no reason to take cards into a mission if they’re weak 
against the types of enemies that reside there. Also, be sure to add any 
newly acquired cards to your deck before proceeding, and save your 
progress to a memory card after every mission. 






























BhASbeA high Road 



As you proceed through the Bhashea High Road area, several messages will pop up. The 
entire mission is tutorial in nature, and the messages divulge helpful clues regarding the 
use of cards, features of the environment, and other systems of the game. 

Move forward into the wide clearing to speak with your Fellow Bandits and Victor, their 
leader. To Victor’s left is a chest containing a No.123 Porcupig card. 


Caro Toss CbAlleNqe 

Behind a large rock, directly across from Victor’s location, is a narrow path that leads 
down to a ledge hanging over the river. Speak to the Fellow Bandit waiting there, and 
accept his challenge to toss a card over the gap to the opposite side of the water. 

Discard cards from your active hand until an Independent 
card is ready, then position Tara as close to the bank as pos¬ 
sible and make sure she’s facing across the gap. Press and 
hold the button of the card you want to throw, and continue 
holding the button until the card is clearly hovering over the 
opposite embankment. 

If you manage to toss a card onto the embankment near the treasure chest, speak to the 
Fellow Bandit who challenged you and obtain a very useful No.006 Elephant card. 

Afterward, remember to call back the Independent creature by discarding the active card By holding the throw button on 
from your hand. an Independent card, you lengthen 

the range the card travels before 
it springs into action. 




























CoRNCReO on The bRioqc! 



Continue along the High Road, defeating Man 
Traps with Lizardman cards and defeating 
Porcupigs with Man Traps of your own. Avoid 
using any Fire creature cards, and save them for 
the end of the mission. Across a stone bridge is a 
Fellow Bandit who knows a rumor about the 
nearby castle. Man Trap enemies appear repeat¬ 
edly and frequently near the broken bridge, just past the Fellow Bandit. This is a good 
place to gain plenty of EXP for card improvements and to level up Tara. However, Tara can 
be cornered easily at this dead end, so don’t overdo it! 

Continue north from the bridge through a narrow path, and head to the right at the next 
clearing to find a Fellow Bandit standing by the rail. Open the chest next to your comrade 
to obtain a No.012 Man Trap card. 




Deck Point 






Hang onto a few colorless 
cards you want to use 
again, since Blue Fairies 
might restore them. 


Keep moving along the road until you reach Sol, 
who’s standing near a road sign. Enter the area 
directly across from Sol to find a chest contain¬ 
ing a No.007 Red Lizard card. Beyond the chest 
is the deck point. A full tutorial explains the 
usage of the deck point, much like in Chapter 3 
of this guide, “Game Basics and Card Mastery.” 
Be certain to use the deck point and add all the 
newly acquired cards to your deck. Only 30 
cards can be in the deck at a time, so remove 
some used cards to make room. 


If you want to plan well and fully prepare for any boss encounter, read the boss strategy to find o 
to use. When you’re prepared, move northwest into the area past Sol to confront the bosses. 


t what kind of cards 




STORCD 1~)AQ\N M) 





The struggle against these two massive 

ogres is made slightly easier by the tutorial 
that occurs beforehand. Before approaching 
the roving monsters, shuffle your cards so 
that a few Hobgoblins are in your active 
hand, and possibly a Dark Raven or fwo. 


If you can manage it, a little hesitation should allow one Storm Hagan to wan¬ 
der to the western side of the clearing so that you can isolate each monster 
and deal with them one at a time. Throw a few Hobgoblins toward the Storm 
Hagan, and be sure to keep moving. A Storm Hagan can fling its massive axe 
at Tara, boomerang-style. The giant also runs quite a bit faster than you might 
imagine and can quickly overtake Tara. If an attack seems imminent, use a 
Dark Raven card to throw it off and get away. The best method to evade any 
foe is to run directly past it, to its left or right. Running straight away from a 
foe is not a good idea. 

If you defeat one Storm Hagan and some of your Hobgoblins are still active, 
quickly lead them to the other monster. If the end of the battle is drawing 
near and you have a lot of Magic Points, don’t hesitate to use the Dragon 
Knight card to cut this encounter short. 








































Hagan 



Reasons to Return: Bhashea High Road 




After you enter the town of Kadishu, another mission will occur in this location, 
this mission later in this chapter. 

Obtain some type of Transform card that enables Tara to jump, such as the 
Hell Hound card, then return to the Bhashea High Road. Navigate back to the 
area by the river where the thief challenged Tara to toss a card across, and 
jump over the gap to the chest on the other side. It contains a No. 124 Golden 
Poreupig card. 

A third hidden mission takes place here. Gross the stone bridge, and use the 
Hell Hound card to hop across the gap in the broken bridge. Then follow the 
short path to a Red Fairy, a closed gate, and a Lightning Circle on the ground. 
Throw a stationary Helper card, such as Myconid or Mandragora, onto the 
Lightning Circle to hold open the gate so that you can enter. 

Defeat the Man Traps and another Storm Hagan. Across from the second gate 
is another Lightning Circle, atop a column across a gap. Throw another Trap 
card across the gap onto the Lightning Circle to open the gate. You must then 
fight a Man Trap, a Storm Hagan, and a Chaos Knight. Focus on the green 
giant before engaging the Chaos Knight. When you defeat the enemies, the 
mission ends and the Bhashea Castle stage becomes available on the World Map. 


You’ll find details about 




Return to Bhashea High Road after obtaining a Transform type card that 
enables flight, such as a Birdman card. Fly from the embankment near the 
lake edge, just east of the stone bridge. Atop a column that’s poking out of the 
waters is a chest containing a No.219 Water Moray card. 


































KaOisIiu 



Mission Objective: Kadishu 

With the hard lessons from the Bhashea High Road under your 
belt, it’s finally time for a short break. Kadishu, like any other 
peaceful town, is free of enemy monsters. Put your cards away and 
speak to everyone in town to learn more about the land of Argwyll. 
You’ll gain some valuable information and open two new missions 
on the World Map. After Tara deals with some harsh childhood 
memories, be sure to stop by the first Card Shop and speak to the 
man standing near the top exit from town. 


Map Legend 


Enemy Affinities 

1. No.172 Rock Haqan 


Fire 0% 

2. No.037 Demon Hound 


Water 0% 

3. No.055 Dragonoid 


Earth 0% 

4. No.027 Flayer Spawn 


Wood 15% 

5. 200 Maqic Stones 


Neutral 20% 

6. No.037 Demon Hound 


Mech 65% 

A. Garbaqe, First Set 


B. Garbage, Second Set 

C. Garbage, Third Set 


A Toxin Eull op TReAsaRes 


Before navigating through the entrance in the town wall, run east along the outside of the 
wall to the point where it meets the cliff wall. Open the chest tucked in this corner to find 
a No.172 Rock Hagan card. 



Inside town, there are plenty of places to explore and several 
ways to go about it. Find treasure chests and other items 
scattered around town, using the maps provided above. 




The lcppoRT ancc op Convocations 




Learn more about Argwyll and the recent actions of the Kendarie by speaking to all the 
people in town. Some townsfolk have more than one piece of dialog, so be sure to speak to 
everyone at least twice. 

Speak to the woman standing 
near the west exit from town. 

She mentions something about 
Jarvi’s House and the young 
scholar being in the desert. 

This conversation opens the Gromtull Desert mission, 
described in Chapter 8 of this guide, “Side Quest Missions.” 

Head along the inside of the town 
wall toward the east end once 
again. Near the two men is a 
Red Fairy. ^ 





































Janitor Dunes 


Three pieces of garbage are located near the town fountain, 
where the two children are playing. Pick up all the trash, 
and then examine the garbage can near the fountain three 
times to dump it all inside. The reward for your efforts is the 
No.118 Leprechaun card. 


CApTURe Caro OeAleR 

The rogue behind the fountain monument will sell Tara a No.226 Capture Card for 
1000G. This card enables you to capture a creature. A Capture Card attack does very lit¬ 
tle damage itself, so first you must weaken the monster with other attacks. Even if you 
have enough gold to purchase the Capture Card at this time, save it until later in the game 
when the monsters are more valuable to capture. 


The Caro Shop _ 

Follow the main road under the stone bridge. After the brief flashback, enter the Card 
Shop on the other side of the bridge. Inside you can buy, sell, upgrade, and copy cards. 
Once you’ve visited the Card Shop, you can enter the shop directly from the World Map 
without having to visit Kadishu anymore. 

Even if you’ve done very poorly up to this point, you should 
still be able to purchase a Skeleton card, a Ghoul card, and 
perhaps even an Ore or an Archer Tree card. All of these 
cards have great upgrades, but at a high cost in EXP. You 
should get started using these cards now, in order to reap the benefits later. 


A man near the fountain offers to 
convert valuable cards into even 
better cards. Speak with him sev¬ 
eral times to see which cards he’s 
looking for. 


Several times throughout the game, the streets of Kadishu become cluttered again. Every 
time you return three pieces of garbage to the trash can, a rare card is the reward! Be 
sure to return to Kadishu after every couple of stages, and check to see if the pieces of 
garbage have reappeared. They never appear in the same location twice, so be sure to 
search the whole town carefully. 


AcTiVATe Z- Ci:i:cct! 


Continue along the stone road to the northwest, and speak 
to the man in the green shirt on the right side of the road. 
Choose the second option, and he tells you about the Z- 
Effect. Hereafter, you can activate the Z-Effect in combat by 
holding the Z Button and pressing the button of the card you 
want to Power Boost. A frame appears around the card. 

When you press the card’s button again, the card is activated 
at twice its normal Magic Points and strength. 


Check the well next to the inform¬ 
ative man to find a hidden Red 
























Be sure to check the Upgrades screen to see if any improvements are available for your 
current cards. If you’ve used the Lizardman card often, you should already be able to 
upgrade it. 

As you progress further in the game, the shop list will change and new cards will become 
available for purchase. Cards that appear in a shop sometimes don’t appear anywhere else, 
so buy cheap cards with confidence. 

A Lizardman can be upgraded to 
good cards such as Red Lizard, 
Basilisk, Venom Lizard, or even 
Dragonoid, which is the first of the 
steps required to upgrade to the 
awesome dragon Summons cards! 


The QueeN’s CPecppRiAl 





This dog falls in love with Tara The chest behind, Katia’s statue 
instantly. The faithful pet follows contains a No.037 Demon Hound 

her everywhere in town! card. 


Exit the Card Shop and head up the stairs to the top of the bridge. Greet the Red Fairy on the way, and continue across 
the high ledge to another Red Fairy near the statue of Queen Katia (the main character from the previous game). 


(JJoRO of (JJarninc; 

If you speak to the man standing near the exit from town, he tells you that Kendarie 
Warriors are hunting the Band of the Scorpion. You must return to the Bhashea High Road 
immediately to save your friends! 


Kadishu 

good place to visit before each new mission. After you’ve visited the Card Shop here, 
ectly from the World Map. 

Make note of the cards that the man near the fountain is looking for. Return when you’ve acquired two or 
more of them. The young man will combine them into rare cards or add combos to your list. 

When you’ve acquired 1000G, you can purchase a Capture Card from the man behind the statue near the 
town fountain. However, the toughest monsters don’t appear until late in the game, so there’s no rush to 
purchase this. 



Reasons to Return: 
I The Card Shop is a 
you can enter it dir 
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Scorpion bum - 



) Deck N 


Mission Objective: Bhashea High Road—Scorpion Hunt 
Kendarie soldiers have overtaken the Bhashea High Road area, all 
hunting the renegade Band of the Scorpion. Sol accompanies Tara 
on the mission and provides backup attack support with his long- 
range sword wave attacks. You must fight and defeat the three sol¬ 
diers guarding the bandits to complete the mission. 


Before you start the mission, be sure to add cards to your deck that will help fight the Mech 
robots accompanying the Kendarie Warriors. Good cards for fighting Mechs include No. 193 
Pixie and No.027 Flayer Spawn. 


mc;bT op Thieves 


Sol greets Tara at the north entrance of the Bhashea High Road. He follows a few paces 
behind Tara and engages all foes with powerful sword attacks and sword wave attacks. 
However, this doesn’t mean you can just sit back and let him do all the work. The number 
of cards you use in this mission should be fairly high, around eight or nine, in order to get 
a good rating at the end. 

Proceed along the path as before, taking out Porcupigs and 
Man Traps with Sol’s assistance. You might encounter a Mech 
near the Fellow Bandit standing near the rail. Sol’s attacks 
are particularly strong against Mech types, so for the most 
part you should allow him to deal with them while you take 
out the regular creatures. 

Three Kendarie soldiers wait near where Victor and his band 
of thieves were seen last. One of the three soldiers tends to 
patrol to the north near the stone bridge. If you encounter him first, take him out with 
Sol’s help before fighting the other two. 
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KeNOARie SoLDigrs (x3) 



Fighting a Kendarie Soldier is much like 
fighting another Tara. They are neutral in 
affinity, and they tend to run and attack very 



. quickly. However, they’re also very suscepti- 
officiai Name, y e t0 S p ec j a l conditions, such as poison and 
paralysis. Be sure to use Weapon cards like 
Ghoul and Venom Lizard. 

Don’t hesitate to use a tough Summons card, such as Storm Hagan, but 
avoid wasting slower Summon types, such as Elephant and Rock Hagan. 
The Kendarie are too quick and can sidestep slow or delayed attacks. 
Porcupigs work surprisingly well against the soldiers, trotting after their 
targets and attacking without much hesitation. Additionally, keep a Flayer 
Spawn or Pixie card handy in case a Kendarie Mech creature strolls into 
the fray. 

When all of the Kendarie soldiers are defeated, the second mission ends and the Kendarie 
Fortress mission becomes available. 




























KeNOARie PORTRGSS 



The deck you used to rescue the Scorpions at Bhashea High Road should be sufficient. 
Retain the most useful cards against Mech cards, such as Pixies and Flayer Spawns. 
Independent creatures will be good for causing distractions. Be sure to keep using all the 
cards that have upgrades, and continue to build EXP in order to gain better cards at shops. 


EORTReSS op PeRll 


As usual, Victor, Sol, and the Band of the Scorpion will wait by the entrance while your 
character fights all the enemies alone. Seriously, where would these cowardly thieves be 
without Tara? You can speak to anyone in the group if you want. Head west across the 
courtyard toward the corridor, but stop in front of the sandbags stacked on the right, and 
search to find a Red Fairy in hiding. 

Proceed down the western corridor and quickly move up the 
stairs. Mandragora trap creatures might appear in the grass, 
so proceed quickly to avoid explosions and poisoning. 


SeARChliqbTS 





At the top of the stairs is a sealed door marked with a red crest. Remember the color¬ 
coding of doors and the location of this particular door as you proceed through the game. 
































A searchlight is moving back and forth across the ground at the base of the next set of 
stairs. If Tara steps into the searchlight, an alarm sounds and a Mech creature appears. 
Additionally, the gates of small areas all over the fortress are closed, preventing access to 
the treasure chests on this stage. In order to regain access, activate the Searchlight Gate 
Switch marked on the maps at the start of this section. 


Navigate carefully around the searchlight on the ground. The best method is to wait until 
the light is on the far side of the platform, closest to the water, then move through the 
area directly next to the light post so that the searchlight moves in an arc around Tara. 
Enter the small area to find a chest containing a No.005 Mandragora card. 




KeNOARie Caro OOastcrs 


From the searchlight area, ascend two flights of stairs, pass¬ 
ing a blue-crested sealed door. Continue to the top of the 
tower. Before entering the open door with the blue crest, 
shuffle your deck so you have a couple of Independent and 
Weapon cards available. As you cross under the doorway, 
the barrier closes and Tara is trapped inside the area with a 
Kendarie Card Master. This soldier sports a manufactured 
Runestone that enables him to use the creature cards in 
addition to his usual sword attacks. You must defeat this 
warrior, and any creatures he summons, to obtain the Blue Key. This key enables you to open any door 
bearing the blue crest, including the door in this area. 




.boss pqbT) 



KeNDARie Card CDastcr 1 (x3) 


Three Kendarie Card Masters inside the fortress area hold the keys 
that Tara must obtain in order to access the gate controls. The main 
difference between these three minor card masters and the boss that 
appears at the end of the stage is the variety of cards they use. The 
three key bearers can use only Dark Raven and Aggressor GL2 
cards, but to lethal effect. 

The strategy for each minor Kendarie Card Master is the same. Avoid 
attacking the Kendarie head-on, since he can defend himself swiftly with 
sword attacks. You must also keep moving constantly, because the Kendarie 
strikes frequently with Dark Ravens. 

Surround the Kendarie by throwing several Independent cards. Exploit the 
weakness of the soldier, and try to inflict Poison status with Man Traps. 

While your monsters distract the Card Master and his Mech creatures, run 
behind the main foe and attack with Weapon cards, such as Venom Lizard 
and Basilisk, or Summons cards, such as Storm Hagan and Rock Hagan. 

Strike once, and then flee behind your creatures until the Card Master is 
distracted again. Repeat this pattern until the Kendarie is defeated. Any 
Mech creatures that he summons will disappear when he does. 

If Tara needs HP, toss out several Independent cards to keep your foe busy, 
then move to a corner of the area and use a Fairy card. Stand by the Fairy 
until you’re sufficiently restored. Also, listen for the ringing sound of nearby 
Blue Fairies, and use them to regain health, as well as Magic Stones and 
cards. 






































) Need More Details? 


Enemies that aren’t represented as cards are listed in Chapter 5 of this guide, 
“Additional Enemies.” This is where to look for more statistics, including the amount 
of EXP and the number of Magic Stones you gain by defeating each enemy. Immunity 
statistics enable you to exploit the weaknesses of such foes, if they have any. 


BefoiNQ The 5 Luc Crcsts 


Before leaving the area where you fought the Kendarie Card Master, it might be wise to 
wait around for another Blue Fairy to appear and regain any Magic Stones or used cards. 
Use the Blue Key to exit the area, and head back downstairs. 


Unlock the door bearing the blue crest, between flights of 
stairs. A Red Fairy hangs around this rear courtyard. 

There’s also a deck point you can use to regain HP and reor¬ 
ganize your deck whenever you need to during the rest of 
the mission. 

On the south wall of this courtyard is the Searchlight Gate Switch. If you step into a 
searchlight and trigger the alarm at any time during the mission, you can open the 
security gates that bar several areas by activating this switch. 


Exit the courtyard and head back downstairs to the area with the searchlight. Follow the passage beside the stairs to 
another door bearing the blue crest. In this small area, navigate carefully around two searchlights to enter a small area 
with a treasure chest containing a No. 110 Aggressor GL2 card. Proceed past the other searchlight into the narrow east 
passageway, and continue through a red-crested door. Defeat another minor Kendarie Card Master to obtain the Red 
Key. Now you can open both doors in the area. 







to the Deck Point! 


I 



Each time you beat a Kendarie Card Master, return to the deck point on the third 
level and use it to regain your Hit Points. With so many tough battles, it’s important 
to be prepared! 










































Remember the red-crested door near the entrance? Instead 
of proceeding up the south stairs, backtrack to the top of the 
first stairs and open this door. Proceed through the door 
bearing the green crest, and fight the third Kendarie Card 
Master to obtain the Green Key. Exit the area and go back 
up the stairs to the area with the deck point. 


Head west from the deck point down a narrow corridor. Mech creatures usually ambush 
Tara in this comer. Open the green-crested door, revealing a treasure chest containing a 
No.122 Death card. Return to the deck point and insert this card into your current deck 
immediately. It should be quite useful against the Kendarie. 



T1 ic Qkcgn Ka/ 




Fight your way through the Aggressor GL2 enemies to the 
MechaPult on the platform at the bottom. A MechaPult fires 
dangerous attacks from a distance. However, it’s helpless if 
you move in very close to it. You can destroy all of the bar¬ 
rels on the platform for their Magic Stones, if necessary. 
Search the sandbags piled in the northwest corner of the 
platform to find a Red Fairy. 


OoimLe CbesT, TRipLe SeARcliliqhT 

Return to the courtyard where you got the Red Key, open 
the south door, and proceed up two flights of stairs. Move 
patiently through the searchlights to the small areas with 
the treasure chests. Grab a No.071 Venom Lizard card and 
a No.178 MechaPult card. 


CDast eR keNOARie 


Continue down the stairs and through the archway to con¬ 
front the boss Kendarie Card Master. After you defeat him, 
head through the eastern archway and use the controls to 
open the gate and complete the mission. 
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KeNDARie Caro CDastgr 2 




The main difference between this Kendarie 
Gard Master and the three previous ones is 
that he can use a wider variety of cards 
while protecting the gate controls. He can 
toss cards more quickly, as well. The 
Kendarie is capable of throwing Dark Raven 
arid Aggressor GL2 cards, but he also 
employs Giant Crab cards to inflict special 
conditions. 

The idea is to remain as far from him as possible, especially when his HP is 
low. That’s when he’s more likely to use a Blood Bush attack to siphon off 
your HP for himself. He may also throw out an AcidBot trap, so keep your 
camera locked onto him. Watch his actions, and watch out for what appear 
to be metal hatches on the ground. Otherwise, employ the tactics described 
for the„previous Kendarie Runestone users. 


§ 


n 


Reasons to Return: Kendarie Fortress 

The final Kendarie Gard Master near the gate switch will reappear every time 
you enter this stage. You can fight him to activate the gate controls and com¬ 
plete this mission as many times as you want. You can also take your pick of 
the same bonus cards each time you complete the mission. Build yourself an 
army of Aggressor GL5 and MechaPult creatures! 

Return to the lower water reservoir on the west side of the fortress and use a _ 

Transform card that enables flight, such as a Birdman, Garuda, Wyvern, etc. Fly across the water to the 
small platform in the southwest corner of the stage. The Red Fairy waiting here patiently reveals the Uber 
Vampire Root combo. The nearby chest contains a No.191 UberBomberBot card. 



*> 






































RuNesTONe Cavcrxs— 
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) Start an Earth Deck 


By now, you should have enough cards in your catalog that you can’t carry all of them into a mission 
anymore. Create a new deck titled Earth, or something similar that reflects the large collection of Earth 
Affinity cards in the deck. Add all of your Earth Affinity cards, whether they have upgrades or not. Also 
useful in this mission will be any Wood and Water Affinity cards you have, including Fairy cards, the 
Death card, and your new Mech cards. 


Stuck at The C/cre 



Speak to Victor and the other Scorps waiting by the large gate to see what’s going on. The 
conversation with Victor can get rather terse, if you pursue it. Next to Victor is a treasure 
chest containing a No.053 Dark Raven card. Remember the location of the nearby deck 
point. 


0 





























CAve CcntraL 

Head east up the passage, away from the Scorps, to greet a 
Red Fairy at an intersection between branching caverns. 
Take the left branch, and defeat the Land Shark and Crystal 
Rose enemies as you head down into an immense chamber. 




Cross the large area and keep 
heading northeast until you 
reach the treasure chest at the 
top, containing a No.061 
Blood Bush card, then head 
west across a narrow land 
bridge covering the stream. At 
the top of the western land- 
mass is a chest holding a No.090 
Undine card. 





Sluice CjATe SiuiTcb _ 

Try to meet up with a Red Fairy floating around the western landmass in the giant central 
cave as you make your way south. You can speak to your Fellow Bandit standing near the 
shore. 

On the south wall of the cavern, near the source of the 
stream, is a switch to raise and lower a gate in the water. In 
its original position, the sluice gate is up and water is flowing 
freely into the Lower Chambers stage of Runestone Caverns. 

This prevents you from reaching certain treasure chests 

because they’re underwater. For the time being, lower the gate so that no water is flowing 
into the Lower Chambers. You still won’t be able to reach one treasure chest, but you can 
always return here to raise the gate. 




Stonc CoLgcd Bridge 


Return to the eastern landmass in the large central cave, 
and exit through the east passage. After confronting more 
Land Sharks and Crystal Roses in the narrow alley, the pas¬ 
sage opens into a large chamber full of icicles growing from 
the floor. You can smash all the icicles for their Magic 
Stones, if needed. Head north all the way to the top of the 
area. Open the treasure chest resting against the top wall to 
obtain a No.034 Land Shark card. 

Turn left and head into the nearby cave. The passage opens 
onto a ledge high above the main chamber. A Stone Golem 
strolls along the bridge, and you can either defeat it or 
ignore it. If you want to take it down for the extra EXP, 
shuffle your cards before approaching until your hand is 
stacked with Wood Affinity cards. Be sure to keep your dis¬ 
tance to avoid its devastating swing, attack with Scythe 
Beast cards, and unleash Independent creatures, such as 
Demon Hounds and Mandragora traps. Smash the glaciers 
growing from the bridge to recharge your Magic Points. 
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Tara s Prst Transeorcp Caro 

Continue past the Stone Golem’s haunt to the top of the 
sloping path, where two Red Fairies wait to greet Tara. Pay 
close attention to their advice regarding Transform cards, 
then proceed up the path and speak to Sol, who has a little 
present for Tara. Take the No.145 Stone Golem card he 
offers, and return to the starting point of the mission, where 
the Band of the Scorpion awaits. 


Use the deck point near the gates that block access to the Lower Chambers, and insert the 
Stone Golem card into your deck. Make sure you have enough Magic Points that using this 
expensive card won’t deplete your HP and register as damage. Shuffle your cards until the 
Stone Golem falls into your hand, and transform. Walk toward the gates to trigger a cine¬ 
matic and complete the mission. 


No.052 Crystal Rose 

No.145 Stone Golem 


Catc Crash 






_ 

v . i 


Reasons to Return: Runestone Caverns, Upper Chambers 
After activating the Magic Boosters from the 
device in Ruldo Forest, return to this stage with 
the Stone Golem card. There are three Magic 
Boosters near large icebergs growing from the 
ground. Use the Stone Golem card, and then 
walk over the Magic Booster. The Stone Golem 
smashes through the glaciers and allows access 
to a No. 192 Gorgon card in a chest resting on a 
ledge, as well as a No.34 Land Shark card near 
where Sol was standing. 

Return with a Transform card that enables flight, 
such as the Birdman card. In the lower section 
of the main chamber, fly across the river to the 
ruins on the opposite bank. Defeat the Brine 
Dragon for some major EXP, and speak with the 
Red Fairy floating over this area to learn the 
Prayer of the Wise combo. Open the treasure 
chests to obtain a No. 194 Baba Yaga card and a 
No.162 Witchlette card. 
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) Long-Range Deck 


The main focus of this mission is to defeat an overwhelmingly difficult boss, and so 
the Enemy Affinities chart is a little misleading. You can defeat most of the other 
enemy types easily with a single Water or Earth attack. Reorganize your deck to 
deal mainly with the boss, who’s unreachable by close-range attacks. Fill your deck 
with cards that attack with good range, such as Scythe Beast cards, Crystal Roses, 
Dark Ravens, MechaPults, as well as Summons cards, such as Rock Hagan and 
Storm Hagan. 


The (JJiqhT Lights _ 

Speak to your Fellow Bandits gathered around the entrance point, and they share their growing concerns over this 
endeavor. 

Enter the cavern passageway, and proceed past rocks and 
ruins until you meet up with a Red Fairy who bears a warn¬ 
ing. As you proceed through the long and winding corridor, 
small pinkish lights attempt to strike Tara and latch onto 
her. When one of the pink lights encircles her, it continually 
drains her HR 





























loiLieR CllACDBCR fcOCS 



When you reach the next large room with columns, Victor and the Scorps catch up. 
Following the cut-scene, open the treasure chest at the back of the room to obtain a 
No.027 Flayer Spawn card. 

AqueoucT 


Victor Aovanccs 


Check this large crumbled column 
to find a Red Fairy in hiding. 


Now you encounter small rasping enemies called Yowie. 
Avoiding these small pests is essential to defeating them, 
since they can inflict poison and are hardly worth the effort. 
You can efficiently eliminate entire swarms of Yowie with a 
single attack from a Weapon card, such as a Lizardman. 




Proceed through another long passage, avoiding contact with the draining lights and 
Flayer Spawn enemies. The next large area is either full of water or completely drained, 
depending on whether you left the sluice gate up or down in the previous stage. 

If the sluice gate is up, the lower portion of the chamber is 
filled with water. You can cross a series of floating crates to 
reach a treasure chest containing a No.120 Yowie card. 


If you lowered the sluice gate, as instructed in the walk¬ 
through for the last section, the lower area is clear of 
water. Walk down the west steps. A chest just behind the 
stairs contains a No.041 Maelstrom card. Follow the 


Don’t miss the chest on the highest 
level of the aqueduct, which con¬ 
tains a No.039 Basilisk card. 


empty channel around the bottom of the area to find a Red Fairy. 


RUNeSTONG CtlACPBCR 

Continue up the north stairs from the aqueduct, meeting a Red Fairy along the way. The 
Yowie appearing on the stairs should be easy to remove with one or two Weapon card 
attacks. After another cut-scene in the Runestone chamber, open the two treasure chests 
in the corner to obtain another two Flayer Spawn cards. 

Cntgr Leoo 

Keep moving north, defeating or ignoring a couple of Flayer Spawns that get in the way. 
Follow the curve to the west until the Scorps have a chance encounter with the Kendarie 
ruler, Leod VIII. Shuffle the cards in your active hand until there are several ranged 
Weapon cards and a couple of Summons cards, then continue into the next chamber for 
one of the toughest fights of the game. 
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Boog oj: The Cpo 



Approach the boss, and immediately you can spot your main obsta¬ 
cle in this battle: He hovers a few feet off the side of a narrow ledge. 
Your close-range Weapon cards and Summons attacks still work, but 
all of them expose Tara to incredible danger. 

The Body rears back and swats across the 
surface of the ledge with incredible power. 

few of these attacks will be more than 
enough to kill Tara. 


Maintain a safe distance from the monster at all times to keep out of reach of 
the massive claws. The only attack you need to worry about thereafter is the 
Drain Breath. The Body launches a cloud of little pink drain orbs, such as 
you’ve encountered throughout this stage. The initial hit does only minor 
damage and can knock Tara down. However, the attack continues to drain HP 
for the next several moments. Avoid these orbs at all costs, breaking off your 
attacks to run between them as they spread. 

Toss one or two MechaPult cards, and they bombard the monster with hits. 
The MechaPults also establish a decent range to maintain while fighting the 
monster. When the Mechs start firing as the Body approaches, you can start 
launching attacks with Scythe Beasts and Crystal Roses. Occasionally, just 
after the Body tries to attack, take a few steps forward and summon a Storm 
Hagan. Use its long-range Boomerang Axe attack to reduce the HP of the Body 
by at least 25%. If you have more than one of these cards to use, the battle is 
already half over. 

If Tara is in bad shape, retreat to the far end of the ledge and use a Fairy to 
recover. You can’t remain far away for too long, however, because the Body 
lumbers after you. The other main problem in this battle is regaining your 
MagicPoints, since your hits on the monster produce no stones. Listen care¬ 
fully for the sound of Blue Fairies flying about, and go after them every time. 

If you don’t get your Magic Stones restored, just keep moving and wait for the 
next Blue Fairy to come along. If you follow this strategy very closely, you 
shouldn’t have to worry about restoration. 






No.027 Flayer Spawn 



Reasons to Return: Runestone Caverns, Lower Chambers 


Head back to the aqueduct chamber after obtaining a Transform card that 
allows for flight, such as the Birdman card. Fly across the gap or stream at 
the south portion of the room to reach a chest on the opposite ledge. Inside 
you’ll find a No.041 Maelstrom card. 
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RuLoo Rdrcst 



Mission Objective: Ruldo Forest 

With the Band of the Scorpion in ruins, Tara now finds herself 
alone in a rainy forest, wondering what purpose she can fulfill with 
the power of her Runestone. As Sol instructed, she must make her 
way through the forest and flee the Kendarians who want to take 
her most precious keepsake. 


Time to arrange an all-new deck, composed almost entirely of Fire cards. The Ruldo 
Forest is full of Wood creatures, which are weak versus fire. Also place your Stone 
Golem cards into the deck, since transforming will be very important in this stage. 


PoResT op Rcc;rct 


Directly to the right of the starting point stands a solitary grave. Continue along the path to meet two Red Fairies. The 
second little creature might be hanging back near a large fallen tree. Elves may try to ambush you with long-range 
arrow attacks from the right, 
but they fall easily to a Dark 
Raven. At the back of the 
alcove where the Elves 
emerge, two treasure chests 
contain a No.005 Mandragora 
card and 150 Magic Stones. 


Making your way farther into the forest, search the second tree trunk on the left to find a hiding Red Fairy, who reveals 
the Stone All Around combo. The next chest on the right contains a No.056 Dryad card. You should encounter an 
enemy Dryad just a little farther up the path, next to some mysterious machinery. Meet with the Red Fairy at the 
entrance to the northern part of the forest, and then turn around and activate the device. 



































CPAgC fiOOSTCR CjeNGRATOR 


When you activate the strange, ancient machinery, all of the Magic Boosters in the game 
become operational. Magic Boosters not only empower Transformation creatures and elon¬ 
gate their life spans, but they also cause a Transform creature to perform a special action. 


For example, shuffle the Stone Golem card into your deck, move over to the Magic 
Booster, and transform. As the Stone Golem, move onto the Magic Booster, and the crea¬ 
ture reacts as if experiencing a surge of energy. Continue moving forward, and the Stone 
Golem automatically bulldozes through the large tree trunk. Whenever you see a Magic 
Booster, you know that a Transform creature will perform a special function there. 

The Stranger 

After smashing through the tree trunk, press the Y Button to 
cancel the transformation. Continue moving south along the 
path you’ve opened, ignoring the Myconid on the left. 

Shuffle one or two Stone Golem cards into your active hand. 

Continue heading southwest until Tara encounters a man 
who speaks in a bizarre language and immediately begins to 
attack using Creature cards. 
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(JnKnocjjn CDan 



The Unknown Man is quite a bit more diffi¬ 
cult to defeat than the Kendarie Card 
Masters from the fortress. He attacks and 
defends himself with cards such as Skeleton, 
;ardman, Carbuncle, Dark Raven, and 
Dragon Knight. 



iis battle is deceptively tricky, but it’s easy to win. The Unknown Man is not 
immune to any attacks. Move to the Magic Booster behind the Unknown Man 
and'transform into the Stone Golem. Stampede toward him, and he takes 
repeated hits. lie can’t defend himself, and the battle ends very quickly. 


BeqNNiNq op a CPqsTeRi/ 


When the Unknown Man dies, he leaves behind the Eno Runestone. This is the first of seven Runestones created by the 
bizarre cultists. These items are required to complete the Isamat Urbur side quest, as detailed in Chapter 8 of this 
guide, “Side Quest Missions.” 




























Ancicnt ALU/ 


Return to the deck point to regain HP, if needed, then enter the north part of the forest 
and proceed forward until a cut-scene begins. The old enchanter Gurd introduces herself. 
Although she trained and aided Queen Katia centuries ago, she plays only a small side role 
in Tara’s quest. Afterward, Gurd blocks access to the northeastern part of the forest. 
Proceed northwest to complete the first Ruldo Forest mission. 


SeCONO OPlSSlQN 

When you return to the World Map, go back to the Ruldo Forest immediately for a quick second mission. Return to the 
area where Tara met Gurd, and shuffle your deck until plenty of Independent cards and one or two Weapon cards are 
ready in your active hand. 

The area previously blocked by Gurd is now accessible. 

When you enter, three Cockatrices attack. Defeat them to 
complete the second mission and get a second pick of bonus 
cards for this area. While you’re fighting the boss battle, 
there are two chests in the south corner of area containing 
a No.157 Raflesia card and a No.037 Demon Hound card. 

When you complete this second mission at Ruldo Forest, the 
side quest area, Sacred Battle Arena, becomes available in 
the Kendaria region of the World Map. 





The goal of these three extremely fast and agile bird creatures is to surround Tara and attack from all 
sides. As you enter the battle, shuffle several Hobgoblin cards into your hand, and possibly a Red 
Lizard for self-defense. Toss out two or three Hobgoblins to distract the Cockatrices, and run around 
the circle attacking with Red Lizard or Dark Raven cards. If the Hobgoblins are killed quickly or 
turned to stone, you can also make good use of other Fire Affinity Independent caj$s, such as 
Popgun Charlie and Berserker, if they’re available. While your Independents are actively attacking, 
it’s a good idea to back them up with a Evil Eye Helper to keep the Cockatrices from turning them to 
stone. When all three bird creatures are defeated, the second mission ends. 



No.135 Elf 


No.154 Myconid 
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Reasons to Return: Ruldo Forest 

Gome back to the forest with a Transform card that enables jumping, such a 
the Hell Hound card. Go back to the area where you fought the Unknown 
Man, then transform, and approach the Magic Booster to jump to the level 
above. Open a chest containing a No.135 Elf card. 





Return to Ruldo Forest once again, this time with a Transform card that 
enables flight. Ascend the high slope at the southern part of the stage, and fly 
across the gap to the embankment on the other side. Open the chest to obtain 
a No.080 Night Mare card. 
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Wood Cards Unite! 

Time to arrange an all-new deck, composed 
almost entirely of Wood cards. After your trips 
through Ruldo Forest, your catalog should be 
overflowing with Wood cards at this point. Also 
include five or six Fire Affinity cards to deal with 
the Wood-based creatures in this area. 



CNOleSS SpACDNllNqS_ 

Move forward to greet a Red Fairy just as a Baby Dragon emerges from a nearby cave to attack. Rather than engaging 
the creature, head over to the hole from which it emerged and examine the looming rocks stacked to the right of the 
opening. Only when Tara pushes the rocks over the hole do the Baby Dragons stop emerging from the cave. You will 
encounter several such spawn points for the infant draconians. If you leave the holes alone, you can gain a great deal of 
EXP by fighting endlessly. However, you’ll probably run out of cards. Use your best judgement. 

Pieces op The Puzzle_ 

With the cave opening sealed and a Baby Dragon hopping around, lead the creature 
toward the rocks and trees scattered throughout the area. Stand near the rock or tree so 
that the Baby Dragon stops to attack. When you see it inhale, move out of the way. The 
Baby Dragon destroys the rock for you, and you can pick up extra Magic Stones in this 
manner. Under one of the tall rocks in the first section is the Fossil Rt Leg, a piece of a 
puzzle you can solve in the Fossil Boneyard. 
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Open the treasure chest ne: 
the entrance to find the 
No. 197 Hell Hound card. 

Move to the nearby deck point 
and insert this card into your 
deck. This Transform card 
allows you to jump across gaps 
or up to higher ledges. The 

Hell Hound can mount any ledge that’s roughly at the level of Tara’s head. However, when you walk over a Magic 
Booster while transformed, the Hell Hound leaps much higher than usual. Such is the case with the Magic Booster in 
the initial area. However, when you leap up to the higher ground, you must contend with another of the strange cultists. 
The treasure chest in the higher area contains a No.070 Gnome card. 


J Make It a Short Trip 


You should be able to fight the Unknown Man even at this early point in the game. 
Use cards freely, and then abort your mission and start anew after you beat the 
card master. 


^gosspqhT) 
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This mask-wearing weirdo is susceptible to all your attacks. He’s also 
weak against various status conditions, such as poisoning, paralysis, 
and curse. Use cards like Man Trap, Raflesia, and other status-inflict¬ 
ing Wood cards. Horus cards work great against him, if you’ve man¬ 
aged to upgrade any of your Dark Raven cards. 


<: 


The Unknown Man is hard to confront head-on, since he defends himself 
with Dragonoid attacks and often summons Carbuncle and Bum Hagan. 
Lock on with your camera and circle the Unknown Man at a safe distance, 
moving in only to collect fallen Magic Stones. Use ranged attacks, such as 
Scythe Beast, to assist your Independents and Helpers as they struggle. 
Also, summon Storm Hagans and use their Boomerang Axe attack to cause 
heavy damage from afar. When the Unknown Man falls, Tara receives his 
Olit Runestone. 



leqcNO op fossil Rock 


Head southwest from the entrance to this stage, and defeat a Caterpoker from the side or 
rear with Fire Affinity attacks. Curving east, a Gnome protects a small area containing a 
few trees and a large engraved rock. Due to their short stature, the best way to defeat a 
Gnome is with another Gnome. 
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fossil Bonci/aro 


The pieces of the fossilized dragon hidden throughout this stage can be assembled upon 
the large rock in this small area. When all nine pieces are fitted onto the rock, a Zombie 
Dragon rises from the ground. If you manage to defeat the Zombie Dragon, the fossil rock 
transforms into a treasure chest containing the No.029 Zombie Dragon card. However, to 
obtain the final puzzle piece, you must own a Transform card that enables flight. You’ll 
probably have to return to this stage at a later point in the game to complete this side 
task. Still, it doesn’t hurt to gather as many fossilized pieces as you can on your first trip. 


SuccessioN of ]acpps _ 

Transform into the Hell Hound and use the Magic Booster under the west cliff to reach the 
ledge high above. A Gatoblepas and several Baby Dragons wait in ambush. Give the immo¬ 
bile, cow-like creature a few swats as the Hell Hound, but quickly return to normal form 
to conserve your Transform card so you can make more jumps. Seal off the cave openings 
to limit the number of enemies. 

Goad the Baby Dragons or the Gaterpoker in the next area 
to smash the rock stack on the right side of the narrow pas¬ 
sage, and pick up the Fossil Rt Arm. A Red Fairy hovers far¬ 
ther back in this area, near a large painting of a dragon fossil 
Head east and open the treasure chest near the Magic 
Booster to gain another Hell Hound card. Transform into 
the Hell Hound again, and run toward the Magic Booster at 
an angle in order to leap onto either of the two cliffs. 

There’s a distinct advantage to jumping onto the left cliff first. For the sake of continuing 
this walkthrough in a linear fashion, jump onto the left cliff now. 

Bl/ The Cast RiveRSiOe 







Continuing to the right of the river area, you find the massive bones of a prehistoric 
creature. Moving past the giant fossil triggers the boss fight that completes this mission, 
so avoid going there until you’ve searched the entire stage for items and cards. 


SoutTicrn Rise 


Atop the raised area, a treasure chest contains yet another Hell Hound card. Use the nearby deck point to insert all of 
your Hell Hound cards into the current deck as you collect them. After sealing off the Baby Dragon cave on this 

plateau, lead the fire-breathing creature toward all the rocks 
and trees in the area and goad it into destroying them. A 
Caterpoker may also appear, which is also useful in the 
scenery-destroying process. Under the rocks nearest the 
deck point, uncover the Fossil Tail piece. 

Transform and jump down from the south side of the 
plateau. As a Hell Hound, your attacks can be quite effective 
against the Caterpoker enemies that tend to crowd the flat 
area below. Stand still in front of each creature until it rears 
back to attack, then quickly run to the side of the creature 
and press the A Button to claw-swipe it. 





















Destroy the small boulder on the 
east side of the wide slope below 
the terrace to find the Fossil Lt 
Wing. 


Keep going west past another portion of the river. Transform into the Hell Hound and leap up a series of cliffs, possibly 
encountering a Gnome and a Gatoblepas on the way up. The Red Fairy who usually hangs out on this higher level 
reveals the Stone Gold Sniper 
combo. Remain transformed if 
possible, and smash the rocks 
stacked in the south corner of 
this area to find the Fossil 
Torso. 


I 


Moving 


the Catoblepas 


I 


If you approach the south area from the east, you encounter the 
Gatoblepas on the ground level. However, if you approach from the 
west, the Gatoblepas appears atop the multilevel rise in the south¬ 
west corner of the stage. From this position, the creature can make 
it much more dangerous to leap up to the higher level. 



The UJcstgrn Arcas 

To explore the western areas, you might have to abort your mission and start over. 
However, if you’ve been frugal with the Hell Hounds, or if the Blue Fairies have been kind 
enough to restore your cards, just trek back through the eastern areas. Return to the 
Magic Booster under the two cliff faces, and approach it at an angle so as to leap onto the 
western cliff face. 


Defeat a Gaterpoker guarding 
the elevated area, and then 
smash the southernmost boul¬ 
der to unearth the Fossil 
Head. Transform and hop 

down to the area below. Smash the rocks near the north wall to find the Fossil Lt Leg piece. The two treasure chests in 
this area contain a No.094 Caterpoker card and 300 Magic Stones. 




Bono/aro CPeNAce 



Check the area map on the menu to make sure you ve 


ppl 

explored all possible areas, then return to the southernmost 
area, where the massive dinosaur fossil lies on its side. Just 
be thankful you don’t have to fight anything that big. 
However, the smaller descendant of that creature waits in 
the south corridor. 

The Fossil Rt Wing is found in the area of the boss fight, 
under one of the rocks. Of the five rock stacks in the area. 



the fossil is under the centermost rocks. Try to goad a Baby Dragon into destroying the stones with one 


of its attacks. 
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Acdbcr Oracoon 



Not only must Tara contend with a prehistoric terror, but Baby 
Dragons emerge continuously from the three openings along the 
sides of the area. As you run along the outskirts, try to pause 
momentarily and close off the three openings, just to make your bat¬ 
tle easier. The Baby Dragons suffer damage if they get in the way of 
the Amber Dragon. Essentially, if you focus solely on the main boss, 
the Baby Dragons will follow you to their 
own demise against the great beast. 


The Amber Dragon uses a charging attack that’s strong enough to knock 
Tara to the ground. Moving close to the dragon’s face triggers this attack. 

At greater distances, the Amber Dragon attempts to nail your character with 
an Earth-based breath attack. Therefore, the ideal way to deal with this 
creature is to run left or right directly in front of its face, provoking the 
charge attack. As the creature lunges forward and misses, attack from the 
side or rear with a Storm Hagan Summons. Either one of a Storm Hagan’s 
attacks will take off roughly a third of the Amber Dragon’s HP, so bring more 
than one such card to the battle. 

Successful use of Storm Hagan should bring the creature down to less than 
half its maximum Hit Points. Use Dryads to charm the creature, stopping all 
of its attacks for a while so that you can heal or cleave Magic Stones from 
the surrounding rocks and trees. Keep in mind that the next attack from 
you or the Dryad will cancel the charm condition. 

Finish off the battle by running along the outskirts 
of the area, circling your foe. Use Scythe Beast 
Weapon cards to attack from a safe distance. 




No.094 Caterpoker 

No.142 Baby Dragon 


No.160 Amber Dragon 



— 

Reasons to Return: Fossil Boneyard 

Return with a Transform card that enables flight, such as the Birdman card. Make 
your way back to the southeastern corner of the area, and fly across the stream to 
the small islet on the other side. Inside the chest is a No.021 Catoblepas card, 
and you can smash the rock at the back to obtain the Fossil Lt Arm. 






Continue to the south end of the Fossil Boneyard, and use a Transform card to fly 
over the stream. The chest on the opposite bank contains a No.160 Amber Dragon. 
Complete the fossil emblem on the 
large rock near the entrance to 
awaken the Zombie Dragon. When 
you defeat this creature, a treasure 
chest appears where the fossil rock once stood. Inside is 
the No.029 Zombie Dragon card. 












































Sarvan 



Although the area statistics make it seem like Wood creatures will be your most numerous foes, the 
truth is that the Fire Affinity creatures in this stage will be your greatest bane. Create a deck com¬ 
posed mostly of your Water cards, and be sure to include as many Dragon Knight cards as possible. 
To solve a difficult puzzle in this area, you must include at least five Helper cards of the following 
affinities in your deck: 2 Fire, 1 Water, 1 Earth, and 1 Wood. You won’t need any Stone Golem 
cards, but you will need one Hell Hound. 


Nan Caros eor SaLg! 

After you complete the Fossil Boneyard mission, the Card Shop at Kadishu 
features an all-new assortment of cards. To solve the puzzles at Sarvan 
effectively, don’t hesitate to purchase Kitty Trap and Treant cards. The Rheebus 
card is the most effective healing type of card in the game, so buy more than 
one if possible. 



Card _ Price 


No.036 Flying Ray _ 30G 

No.110 Aggressor GL2 _ 180G 

No.048 Treant 240G 

No.055 Dragonoid 300G 

No.054 Wizard 360G 

No.079 Kitty Trap 450G 

No.082 Rheebus 450G 

No.021 Catoblepas _900G 

No.040 Mole Monster 999G 

No.049 Sea Monk 1440G 


BRlOqe Cua.rOia.ns_ 

Use the Hell Hound card to jump onto the ledge just to the left of the starting point. The 
chest on the ledge contains a No. 134 Marid card. Be sure to insert this powerful Weapon 
card into your hand at the deck point halfway through the stage. 



































Hop down from the ledge and return to normal form. Shuffle your active hand until sever¬ 
al powerful Water cards are ready, and then head for the first gate of the bridge. First, 
move past the bridge and greet the Red Fairy hanging out on the other side of the 
entrance. As you approach the first gate, two powerful Jade Giants appear and attack. Try 
to distract at least one of them with an Independent creature, such as an Undine or Siren. 

Two successful hits with a Dragon Knight or Basilisk card should be enough to dispose of a 
Jade Giant. Crystal Rose attacks also work well. Try to line up the two of them so that 
each Weapon attack strikes both simultaneously. An Evil Eye floating nearby prevents the 
Giants from suffering status conditions, so chase and destroy the Helper creature if you want. However, the Evil Eye 
alone is inconsequential and should be ignored. 






When you rotate all four horse-headed statues inward, the 
second gate opens for a short period. A Siren appears in the 
center of the opening, but you can ignore it. Continue to 
the second section of the bridge. 

The treasure chest on the left side of the bridge contains a 
No.005 Mandragora, and the one on the right contains a 
No.046 Gold Butterfly. Move forward to the archway and 
defeat the Evil Eye hovering there. A Jade Giant may come 
upstairs from the area below. 


After you’ve cleared this zone, examine the horse-headed stones on either side of the gate. 
When the two heads are facing one another, the gate rises. The portcullis remains open for 
only a short time, though, so move through quickly. 

SecnoN Onc 


Tara may face further resistance from another Jade Giant. 

There are four horse-headed statues in this area. But before 
you manipulate any of these, descend the stairs on the south 
side of the bridge near the second gate. 

An Evil Eye may float near the three treasure chests on the 
south shore, but ignore it if you can. Save your cards for big¬ 
ger foes. Open the chests to obtain a No. 102 Decoy Pillar, a 
No.211 Jade Giant, and 150 Magic Stones. 

Under the bridge, a Siren blocks access to a narrow path. Use long-range attacks to elimi¬ 
nate the creature, and continue along the path. The Red Fairy on the north side reveals 
the Lethal Orbit combo. From this vantage point, you can spot a small island just off the 
shore. You need a Transform card that enables flight in order to reach it, and there’s 
another catch that will be explained in a moment. 

Return to the bridge, and beware of the respawning Jade 
Giants. To open the second gate, quickly rotate all four horse¬ 
headed statues on this section of the bridge, starting with the 
two closest to the first gate. 


PRepARiNc; The Arca_ 

Descend the south stairs on the right side of the bridge, and use the deck point below. 
Be sure to insert new cards you’ve gained during this mission, such as the Marid and 
the Gold Butterfly. Evil Eye or Gold Butterfly enemies tend to hang out near the blue 
Lightning Circle on the ground, and it’s a good idea to remove them from the area. The 
puzzle in this section of the bridge requires you to leave stationary Trap creatures on 
each of the Lightning Circles. If enemies approach the Traps, they could trigger or kill 
your creature, possibly requiring you to restart the mission. 

































Don’t OpeN Ttwr ChesT! 


Continue to the center of the bridge area, and eliminate a 
Siren hovering near a treasure chest. Under no circum¬ 
stances should you open this chest! It contains nothing more 
than a Hobgoblin card. The inscription on the nearby monu¬ 
ment hints that this treasure is “not worth having.” The fact 
is, if you open the central chest, you won’t be able to open 
the chest on the island just off the north side of the first 
bridge section. Trust us, it contains a much better treasure. 


The pRAdiBRiDqc Puzzle 


A Red Fairy hovers near the yel¬ 
low Lightning Circle on the north 
side of the lower bridge level. 


If you haven’t noticed yet, stepping on any of the Lightning Circles on the second section of the bridge lowers one of 
the four drawbridges. However, if you step off the Lightning Circle, the drawbridge goes back up. In order to hold the 
drawbridge down, you must throw a stationary Helper creature onto the Lightning Circle. A Helper of the color corre¬ 
sponding to the Lightning Circle will last longer. 

To use the Helpers effectively, you must clear the area of all enemies. More enemies appear when you cross the draw¬ 
bridge platforms to the east side. Shuffle the cards in your hand until you’ve prepared a Wood Affinity Helper card with 
a good life span, such as a Treant, and a Water Affinity Helper card, such as a Maelstrom. Also, prepare two strong 
Weapon or Independent cards of the Water type to deal with enemies. 

Descend to the lower level and 
throw the Water Helper onto 
the blue Lightning Circle. 
Quickly run up the south 
stairs and throw the Wood 
Helper onto the green 
Lightning Circle. This should 
cause both portions of the 

north drawbridge to lower. Cross to the eastern side, and move around until a Jade Giant appears and attacks. Defeat 
the monster quickly with two strong Water attacks, such as Dragon Knight cards. 

When the east side of the bridge is clear, throw two Fire Affinity Helper cards onto the 
red Lightning Circles. Helpers must be on both of the red circles just to lower half of the 
south drawbridge. 


Cross the north drawbridge and head down the north stairs. 
Cancel either the Water or Wood Helper by discarding its 
active card from your hand. Shuffle an Earth Affinity Helper 
type into your hand, such as a Myconid. Toss the card onto 
the yellow Lightning Circle to lower the remaining half of the south drawbridge. Head back to the upper level and cross 
the south drawbridge to reach the treasure chest, which contains a No. 182 Devata card. This amazing Transform card 
enables Tara to travel underground. 


Just inside the archway to the east of the drawbridge area, use the two horse-headed stat¬ 
ues to open the final gate. Shuffle your powerful Water Affinity cards into your hand, such 
as Dragon Knights and Crystal Roses. You might encounter a Gold Butterfly flittering 
around the area. Try to eliminate this creature before proceeding to the second half of the 
Jpridge section and triggering the boss fight. 


The PnaL SecTPN 
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The large creature isn’t so difficult to handle 
by itself. However, matters are complicated 
by the appearance of other creatures during 
the battle. If you don’t defeat the Gold 
Butterfly before you fight this boss, the 
creature slows Tara’s movements sufficiently. 

Eliminate the Gold Butterfly as soon as 

possible, or use Gold Butterfly or Running Bird cards of your own. 
Two Jade Giants usually appear with the Chimera. The two Giants run 
ahead of the Chimera to engage Tara first. As they approach, they move 
closer together. This is a good opportunity to use Crystal Rose attacks or 
Dragon Knight cards. Try to hit both Jade Giants at the same time to 
eliminate them quickly. 

The strategy for defeating the Chimera is much the same as the Amber Dragon strategy. Run to the 
side of the creature until it performs a charging attack. If the charge misses Tara, you can attack 
from the side with powerful Summons and Weapon cards. Due to the speed of the creature, you 
might miss with delayed attacks, such as the Rock 
Hagan Summons or a Marid. Call upon Independent 
types, such as Undine, and attack from the flank 
while the multiheaded monster is distracted. 


When the Chimera is defeated, the last portcullis 
drops. Continue east to the exit and complete the 
mission. 

_ 


Q=s=- 

I Return to this stage with a Transform card that enables flight, such as 
Birdman or Garuda. Descend the stairs in the first section, and follow the 
path under the bridge to the north shore. Transform and fly across the water 
to the small island, where a treasure chest is contained inside a cage. Activate 
the nearby switch to lower the cage, and quickly open the chest. Inside is a 
No.127 Lucky Lion, a truly rare card that upgrades to a Behemoth. However, 
if you’ve already opened the chest containing a Hobgoblin card in this stage, 
the switch is inactive and you can’t lower the cage. 
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Mission Objective: Holzogh Town 

The Kendarie advance burns a path through rural regions, as we 
consuming all in its path. Tara finds the unfortunate victims of 
Leod VIII’s latest coup in the small town of Holzogh. Interaction 
with the townsfolk supplies important clues regarding the motiv 
tions of the Kendarie, as well as information about the town foui 
tain. Fight your way through the remaining Kendarie forces to tl 
exit in the south section of town. But use your cards wisely, 
because Leod might have cooked up a little surprise for Tara... 


) Recycle the Mech Deck 


Use the deck that helped you get through the Kendarie Fortress, and add a few strong Water cards to deal with 
the Coal Treants in the area. Add all of your Mech cards to the deck, as well as Flayer Spawns and Pixies. A 
couple of strong Summon cards that are economical in MP are helpful, too. 


keNOARie OeSTRUCTlQN 


Move forward to speak with a Red Fairy, and converse with the frightened children beside the road if you want. 

The Kendarie have left this village in poor shape, but plenty of useful treasure chests still remain. As you track down 


all the items marked on the 
maps at the start of this sec¬ 
tion, be sure to shuffle Flayer 
Spawn and Mech cards into 
your hand to protect yourself 
against the upgraded 
Aggressor DX5s that still 
patrol the town. 



A blind old man standing beside 
the town road has an interesting 
story to tell. 


I 


One-Hit Mecha Death 


I 


Flayer Spawns continue to be immensely useful against Mech enemies. A single attack with a Flayer Spawn card, 
landing on the direct center of an Aggressor DX5, can eliminate the creature in one hit! 













































Fountain op OcatIi 

Heading south from the entrance point, you’re sure to spot a large fountain and a rather thirsty victim of the Kendarie 
massacre. The pump to fill the water fountain is located in the southwest corner of the first town section, but you need 

a key. In the northeast corner 
of the town, a dead body lies 
under a tall statue. Search the 
body to find the Key to 
Fountain. 


A Kendarie TriBlaster, a stationary Mech that isn’t too hard to disable, guards the stairs 
adjoining the two sections of Holzogh. However, at the bottom of the stairs is a Goal 
Treant. This creature reduces the abilities of your Flayer Spawns and other Fire and 
Water Affinity cards. Use Mech cards, such as Aggressor GL5 cards, to take out the Goal 
Treant, and collect the Magic Stones that fall. Then allow the Aggressors to follow you up 
the stairs to face the TriBlaster at the top. 


TriBlasters are difficult creatures to approach, due to the various arrays of homing mis¬ 
siles and bombs they fire. However, a TriBlaster can cover itself on three sides at the most, 
leaving a fourth side vulnerable. Send Aggressor GL5s into battle while you slip behind the 
TriBlaster with Flayer Spawn cards and other Weapon cards ready. Watch the firing pat¬ 
tern of the Mech, sneak into the vulnerable spot where no missiles or bombs are landing, 
and deliver the killing blow. A well-aimed shot with a Flayer Spawn in the exact center of 
the TriBlaster can destroy it in one hit. 


SoUTll SeCTlON op Toojn_ 

Just inside the gates of the southern section of Holzogh, search the wall to the left for a 
switch that closes the iron gates. This allows access to the eastern area, which is mostly 
blocked by rubble. A treasure chest in the northeast comer of the enclosed area contains 
2500 Magic Stones. Examine some rubble in the southwest corner to find a hidden Red 
Fairy. 


Don’t miss this switch just inside 
the gates of the second town section. 

Shuffle your deck so that your Pixie, Aggressor GL5, and 
Flayer Spawn cards are ready. Proceed west across the 
south section of Holzogh until Tara encounters Leod and 
his thugs once more. 


Check the rubble against the east 
wall to find a hiding Red Fairy, 
who divulges the Elemental 
Victory combo. 


Head to the southwest comer of the village area, and use the mechanism to fill the town 
fountain. Unfortunately, the Kendarie soldiers have poisoned the town’s water supply, so 
the thirsty man is now dead. However, the water causes a No.096 Mind Flayer card to 
float to the surface of the fountain. Use the nearby deck point to regain your HP and 
insert recent additions into your deck. 

Stair Qjaroians 
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LazcrBuc, 39K 





Leod flees and leaves three oversized toys for Tara to play with. 

The boss confrontation isn’t over and the mission isn’t complete 
until you eliminate all three enemy creatures. 

Run around the outskirts of the trio so that 
the advancing LazerBug 39K gets turned 
around and collides with its own comrades. 

The creature is too large and uncoordinated 
to squeeze between the two TriBlasters, so 
' Tara is safe for the moment. The LazerBug’s 
attacks slice through one of the TriBlasters 
first, damaging it. 

The most effective method is to take out the TriBlasters first so you have 
more room for maneuvering around the LazerBug. It doesn’t hurt to sic both 
a Pixie and an Aggressor GL5 onto each of the TriBlasters, even though this leaves Tara vulnerable. 
While the Independent creatures are taking out the two stationary Mechs, move carefully around the 
area and look for safe opportunities to pick up Magic Stones. Raise your MP to the maximum in 
preparation for your final bout with the LazerBug. 

After the TriBlasters fall and fade, the LazerBug moves in to attack. As usual, you should use an 
Independent creature, such as a Pixie or Aggressor GL5, to distract the boss while Tara runs behind 
the Mech and zaps it with Flayer Spawn attacks. The LazerBug has a tendency to refocus its aggres¬ 
sion on Tara, so you might find a Gold Butterfly card useful. The movements of the LazerBug are 
slowed down, so it’s less likely to dodge attacks from Pixies and Aggressors. If Tara runs low on Hit 
Points or Magic Points, move east toward the ruined structures to find a Blue Fairy buzzing about. 


No.168 Coal Treant 
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Reasons to Return: Holzogh Town 


After escaping from captivity in the upcoming Royal Tower, Lower stage, 
return to Holzogh and speak with the new citizen who appears in the middle 
of the road in the first section of town. He speaks about Obenoix Gorge, and 
the side quest area becomes available on the World Map. 



If you haven’t yet learned the location of the Krasheen Mountains stage, another man appears near 
the entrance gate of town. He tells you where the Krasheen Mountains are, and the stage appears in 
the Wyht region. You can also obtain this information from a soldier standing outside Alanjeh 
Castle after escaping from and returning to Royal Tower, Lower stage. 










































PLains op RoojaIiL 



^ A Deck for the PI ains 

Assemble a deck with equal portions of Wood and Earth cards. Be sure to include plenty of Independents to fight 
alongside Tara against large numbers of opponents at a time. With more than one card master in this stage, insert 
anti-Runestone cards, such as Phooka, LazerBug 39K, and the Demon Swordsman if possible. See the Bhashea 
Castle section of Chapter 8 of this guide, “Side Quest Missions,” to learn how to obtain a Demon Swordsman card. 

PeRilous ELatLanos _ 

Follow the mysterious young girl onto the plains until a short cut-scene ensues. Afterward, 
look around the expansive area to find a couple of treasure chests and a deck point along 
the south wall of the plains. Move forward to meet a Red Fairy, and then head south. 



A 



While moving toward the treasure chests, which contain a 
No.165 Devil Plant and a No.010 Sand Golem, you’ll very 
likely run into these same creatures as enemies. Use the 
deck point to place these cards into your deck for immedi¬ 
ate use. Use Devil Plants and Sand Golems of your own to 
prevent the enemies from surrounding Tara. The wildlife 
might also surround your creatures rather quickly, so lend ; 
hand by sneaking up behind the enemies and attacking with 
the proper Weapon cards. 





































The Rei/ CPastcr 


Near a mostly empty Kendarie 
encampment, a lone Kendarie 
card master waits vigilantly. 

Huge Kendarie gates block the 
north part of the plains, and 
this soldier holds the only 
key. He fights and uses cards 
the same way as the three 
Runestone users you encountered at the Kendarie Fortress. Try to use Independent and 
Weapon cards to inflict poison or slow conditions upon him, and generally surround him 
with your creatures. When you’ve defeated the Kendarie, Tara finds the Castle Gate Key. 
Now you can open the gates and proceed into the north area of Rowahl. 



Check the crates and the e; 
guished campfire near the 
Kendarie huts to find some 


Catapult Launch 

Arranged diagonally across the plains are two Kendarie catapults. Launching the southern¬ 
most catapult will annihilate the catapult in the center of the plains. Under no circum¬ 
stances should you launch the southern catapult! If you do, there’s no way to access the 
treasure chest in the northwest corner of the main area. You’ll have to reset your game 
and start over from your last save to get another chance. 


Instead, move to the center 
catapult and launch it. The 
projectile destroys the burned- 
out husk of the Mech creature 
that prevents access to the 

treasure chest underneath it. You can now open the chest to receive a No.131 Dao card. Examine the torso of the dead 

You should return to the deck point and insert this card into your hand before the upcom- Sand G . olerr !; j a/ ^" 6 

, 1 ground, to find a hidden Red 

ing boss encounter. Fairy. 




Nocpao on The PLains 


Use the Castle Gate Key to open the massive gate barring 
access to the northern part of the plains. A Red Fairy usual¬ 
ly flies around the area just beyond the barrier. If you want 
to end your mission right away, simply head east until Tara 
meets up with Sol. However, another of the bizarre cultists 
and two treasure chests are located at the western end of 
the north path. Defeat the Unknown Man to obtain his Elise 
Runestone. Inside the two chests are a No.012 Man Trap 
and a No.080 Night Mare. 
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Unknown CDan 




As previously mentioned, defeating the 
Unknown Man on the Plains of Rowahl is not 
necessary to finish the current mission. 

However, it’s essential to the completion of 
the Isamat Urbur side quest, which you must 
do before entering the Royal Tower if you 
want the “good” ending of the game. Before 

moving in to engage this powerful enemy, shuffle your deck so that 
plenty of Wood cards are ready to use. 

Rowahl is difficult to attack because of his frequent use 
of Skeleton and Carbuncle cards. While the card master and his creatures are 
gathered in a tight-knit group, you can use Nueh or Amber Dragon Summons 
to knock out the two creatures and sufficiently damage their master. If you 
manage to eliminate the Carbuncle, quickly move in and toss a Phooka near 
the Unknown Man. One hit from this creature will prevent your opponent 
from using any of his cards more than once. Use other Independent creatures 
simultaneously to protect your Phooka Helper. Failing that, the Demon Swordsman card is extremely 
useful in disabling the Unknown Man’s card-using abilities. 

If Tara takes a large amount of damage, toss out a few Independent creatures 
to cover your tracks while you move a few yards to the east and use a 
Rheebus to recover quickly. Preferably, you can repeat this operation more 
than once. This Runestone master is quite a bit more deadly than any you’ve 
encountered previously. 




Choose Your Ending! _- 

There are two outcomes to the game. If you’ve completed the side quest mission at Isamat Urbur and obtained 
the Stone of Sealing, you view the “good” ending of the game. If not, you view the “sad” ending of the game. 
There’s still a chance to get the “good” ending, but you must proceed no further until you visit Isamat Urbur 
and complete the mission associated with that location. For more information, turn to Chapter 8 of this guide, 
“Side Quest Missions.” 




( Reasons to Return: Plains of Rowahl 

A second mission occurs in the Rowahl area. Details about additional items and hard-to-reach locations are 
described later in this guide, during the second mission walkthrough. 


3 






































AlANjeh CASTLe 



Mission Objective: Alanjeh Castle 

Reunited with Sol, Tara now has an ally to help her carve a pat] 
through the Kendarie mechanized forces. However, unless the t 
work very closely together, the heroic young man could end up 
being more of a burden to Tara than a benefit. After learning th 
plans of the Kendarians, the duo has just 10 minutes to race 
through the obstacles in the fields on the way to the castle. If ti 
runs out, or if Sol falls in battle, the mission ends abruptly. Yet, 
even if Tara and Sol do manage to reach the castle gates in tinn 
the Queen’s reception might not be what they expected... 


) Back to the Meeh Deck 


The same deck that helped you get through Holzogh Town should be fine for this mission, as well. You’ll proba¬ 
bly want to strengthen your deck with any new Mech cards you’ve acquired, such as LazerBug 39K. Make 
copies of Flayer Spawn and Pixie cards if necessary, as well as Aggressor GL5 Mechs. Include a small number 
of strong Fire cards in your deck to fight some of the wilder vegetation growing in this area. Add the Decoy 
Pillar card to your deck, and keep a Hell Hound or Cerberus card handy, too. 


Racing; The Paulin 




Move forward to speak to a Red Fairy who bears some very sound advice: If you navigate 
widely around the Mech enemies in this stage, they won’t mobilize or attack. With only 10 
minutes to reach the castle gates and defeat the enemies there, you must avoid getting 
tangled in long battles with multiple foes. Open the nearby chest to get 100 Magic Stones, 
and proceed to the nearby gates. 

Although the deck point may seem a little out of place at this 
early stage of the mission, at least you can return here if 
things aren’t going well or you need to insert new cards into 

the deck. Activate the switch to the left of the gate to open the double iron doors. 
A 10-minute countdown starts before the Kendarian army invades. 

Additionally, Sol must remain alive, or the mission fails. Sol 
isn’t much help in completing this mission, and if you’re not 
careful, he can be a big hindrance. Sol attacks everything in 
range, whether the foe poses a danger or not. If Sol attacks something, you must go back 
and fight by his side to defeat the enemy. Otherwise, he’ll fight alone and lose a lot of Hit 
Points. Because of the time limitation, you cannot afford to spend time fighting each group 
of enemies, using one card at a time to attack, as you might normally. Treat each 
encounter as though it were a boss fight, using four cards at a time to help defeat enemies. 































Finally, when you reach the castle gates at the north end of the area, Sol must be by your 
side and not engaged in battle. This means that you both must take out that incredibly 
tough last set of enemies together, and still have enough time remaining to move in front 
of the castle gates. Be prepared to restart this mission several times! 


CATeO T RCASURCS 

Head straight into the field from the entranced gates, and 
continue forward until you find a gate bearing a blue 
insignia. Treasure chests are visible behind it. To the right 
side of the gate is a low ledge. Use a Transform card, such as 
the Hell Hound, to jump onto the ledge. Greet a Red Fairy, 
who informs you of the Hogging the Action combo. Hop 
down behind the gate and open the two chests to receive a 
No.163 AcidBot card and a No.167 Dark Treant card. 


I 



If you don’t have a Transform card handy, there’s a blue Lightning Circle that opens 
the gate on the far-east side of the stage, behind a Dark Treant. Use a stationary Helper 
card on the Lightning Circle to hold the gate open. 


Toio Danccrous PatIis _ 

As you move east from the blue-crested gate, Sol is certain to engage a Gizmolizer and 
several MechLance 5L robots. The Gizmolizer should be easy to disable with a single well- 
aimed Flayer Spawn attack. The MechLances are a different story. Use Independent crea¬ 
tures to distract the Mechs if possible. Try not to take on the Mechs directly. If you see 
one moving to attack Sol, run up and attack it from behind with a Weapon card. 

Once you and Sol have successfully dismantled the Mechs, you have a choice of paths. 

The short path leads directly through the nearby gate, marked with a red crest. Step on 
the nearby red Lightning Circle to open the gate, and run through quickly. Even if Sol is 
caught on the other side of the gate, he steps on the Lighting Circle to open it up for him¬ 
self. However, as you proceed north, a Dark Treant and two Barometz creatures material¬ 
ize and attack. These monsters are stationary and aren’t hard to dispose of, but they all 
respawn quickly when the last member is killed. When only one monster remains, lead 
Sol away from them or he’ll stay and fight. 

Instead of going through the gate, you can continue east and fight another group of 
MechLance 5Ls. Beyond this group, against the east wall of the area, is a chest containing 
a No. 146 Gizmolizer card. Just above that is the blue Lightning Circle. Continuing north 
along this path, Tara and Sol must destroy a Claws-R-Us and a Gizmolizer to proceed. As 
you can see, both paths require a great deal of fighting. 


^ Be Sol’s Bodyguard 


Remember that you can restore Tara’s Hit Points by using the deck point or 
cards that heal. Sol can be healed by a Rheebus card. If you get a chance to 
prevent Sol from taking damage at any time, move directly in front of the 
enemy and take the blow yourself. 
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BReAkThRouqb 


Where the two paths converge, there’s a chest containing a No.019 Fairy card. Hack your 
way through more Mech defenders until you reach the bridge. If you’ve made it this far, 
the stationary bridge defenders should be no trouble. Before crossing, throw a MechaPult 
card on the south side of the bridge. This should be helpful in the following battle. 


On the opposite side of the bridge, Tara and Sol come up against three MechLance 5Ls 
simultaneously. Just when the MechLances are crowding around Tara for the kill, wipe out 
two or more of them at a time by using a LazerBug 39K or another powerful Summons. 


At some point after you set foot upon the north side of the bridge, two Ghariobots appear 
and join in the assault. These rolling Mechs can bulldoze right through Tara, Sol, and any 
creature allies in its path. When the Ghariobots appear, it’s a wise idea to retreat onto the 
bridge. In the narrower space, the Ghariobots have less r<rom to maneuver and you have 
more opportunities to hit them with Flayer Spawn cards and other swift Weapon cards. 
The Hell Hound card also allows Tara to move as swiftly as the Ghariobots, and to cause 
sufficient damage while transformed. 


If you have enough time remaining after the chaos settles to continue exploring, move left 
from the castle gates to find a chest containing 1000 Magic Stones. A Red Fairy usually 
hovers near the riverside, just east of the top of the bridge. Move toward the castle gates, 
wait for Sol to move beside Tara, and open the gates to complete the mission. 



Reasons to F 


Return: Alanjeh Castle 


In your haste to reach the castle gates within 10 minutes, you would be wise 
to skip collecting any treasures. A return trip to the Alanjeh Castle grounds 
would be a better time to gather items, but Tara must fight alone. 


Return to this stage with a Transform card, such as a Birdman. Just east of 
the bridge near the castle gates, a section of the chain rope barrier running 
along the river is broken. Fly across the river to the south side, where a chest 
contains a No.190 Boom Monkey card. 
























Rol/aL TooieR, Louie r 



) Editing in Captivity 


Although you’re locked inside the Royal Tower and unable to visit any other locations, you can still edit your 
current card deck or create a new one. The deck you used to clear the previous mission is still suitable. Just 
be sure to include any powerful new Mech bonus cards you’ve obtained recently. 


EleeiNq Captivity/ 


Escape through the left door in the tower foyer, head toward the gates blocking the path, 
and pick up the golden ball on the floor to the right. Put the ball on top of the nearby pil¬ 
lar to open the gate spanning the chamber, then continue through the dining area and 
open the south door. 

Meet a Red Fairy in the short corridor, and open the two chests at the far end to obtain a 
No.026 Carbuncle and a No.117 Sprite. Board the elevator and throw the switch. Even if 
Sol isn’t standing on the lift platform when you throw the switch, he’ll materialize next to 
Tara during the ascent. 
































llBRARl/ CDe 030 RieS 






On the second floor, a Red Fairy hovering between the 
armored suits reveals the Air Raid combo. Inside the library, 
you can glean some of the history of Argwyll by examining 
the central bookshelves. A portrait hangs above the corner 
fireplace, depicting the former Queen and her children. 
Examine this area to view an extra cut-scene. 


The QueeN and The Bcast 


Exit the library through the open doors, and ascend several 
sets of stairs to the top. Another cut-scene occurs inside the 
royal bedroom. Afterward, Tara appears on a balcony cov¬ 
ered in rubble. Move toward the stairs and examine the fall¬ 
en pillar. Sol smashes the pillar, and you can then continue 
downstairs. 


Head right from the staircase land¬ 
ing, greet a Red Fairy, and open a 
chest containing the No.072 Tiger 
Mage card. 


RescaiNq Sol erocp bis Oojn Bravcri/ 


Enter the double red doors beneath the stairs and ride the elevator back down to the 
first floor. In the center of the corridor is a golden globe. Pick up the globe and proceed 
through the next door into the dining area. 

Damage has blocked the gate in the dining area again, and a LazerBug 39K fires slow- 
moving laser beams through the bars while Tara and Sol remain trapped. Quickly move 

toward the column on either 
side of the gate, and place the 
golden globe on top. Another 

golden globe has rolled into the southwest corner of the 
room. Retrieve it and set it atop the other column to open 
the gate. 

Sol moves forward quickly to fight the LazerBug 39K. 
However, without the Runestone, Tara cannot help him sur¬ 
vive the fight. Exit the dining room quickly, avoid the ene¬ 
mies in the foyer, and continue through the easternmost 
doors through the east hall. Continue down the corridor 
and board the elevator. Just as before, when you press the 
switch on the lift platform, Sol materializes by your side. 
This is the best way to keep him from dying in combat and 
causing a mission failure. 


Tcars ON The TCRRACC 

Go outside to the second floor terrace, and move past an Aggressor DX5. Sol can handle 
this lone enemy, with a little help from Tara. Go up the stairs on the right, behind the 
twin TriBlasters. Examine the crumbling columns on the level above the bombers. The 
heavy columns fall on the enemies below, obliterating them. Continue south across the 
terrace, and enter the destroyed tower. 
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^ Parting with Sol ( 

What you see during this cut-scene depends on whether or not you’ve obtained the Stone of Sealing from the 
Isamat Urbur side quest. If so, the eventual outcome of the game will be the “good” ending. If not, it will be 
the “sad” ending. 


CrasTi Landing; 


Crashing into the courtyard outside the Tower, Tara finds and equips her 
Runestone. The timing couldn’t be better, because two large Mech creatures don’t 
want her to escape from the Tower alive! 


^sosspqb?) 


LazcrBck; 39k 




Having defeated a LazerBug in Holzogh, you should have some idea 
of what to expect. The greatest difficulty is shuffling your cards cor- 
ictly to 
. hand. 


t the situation, due to the lack of time to prepare before- 


Use the debris in the small courtyard to your advantage. Position Tara on the 
opposite side of the fallen stones to keep the LazerBugs from pursuing her 
closely. Use this brief opportunity to shuffle several Pixie, Flayer Spawn, and 
Mech cards into your hand as quickly as possible. Zoom out the camera view 
using the C Stick to get a better perspective on the enemies’ slow-moving 
projectile attacks. 




Avoid the LazerBugs until your cards are ready, and then launch at least 
two Independent creatures. While the twin Mechs duke it out with your 
cavorting creatures, sneak behind them and attack with Flayer Spawns 
and other strong Weapon cards. A well-placed Red Dragon Summons, 
using the Fire Breath attack, can easily wipe out both creatures in a sin¬ 
gle blow! Likewise, any Mech Summons, such as Gizmolizer or LazerBug 
39K, can handle the job easily. 


Bonus Ca rds 

No.202 TriBlaster 

No.175 Chariobot 



Rcx/aL ToaieR Re-eNTRi/ 



Following your harrowing escape from the Royal Tower, it’s probably the last place you 
want to be. However, without any new locations opening up on the World Map, you must 
go back to find clues. 

Re-enter the Royal Tower, Lower and speak with the nearest soldier outside the entrance. 
The other soldier volunteers additional information. Thereafter, the Krasheen Mountain 
stage appears when you enter the World Map. 

































kRAsbeew CDountains 



Mission Objective: Kraslieen Mountains 

Having learned the whereabouts of Queen Rashiannu from the cit 
zens of Alanjeh, Tara must cross the treacherous mountains bor¬ 
dering the Wyht region. A petrified creature blocks the passage 
through the high-altitude cliffs and orders Tara to free it from cap 
tivity. Using the Transform card the creature provides, you must 
fly to unreachable areas of the mountain range and destroy the 
three magic globes that hold the monster in captivity. However, 
when Tara frees this creature, will it show any gratitude? 

Map Legend Enemy Affinities 


^ Long-Range Deck 


For the most part, the affinity percentages on this stage are inconsequential. You’ll encounter mainly flying 
enemies, requiring you to stock up on Weapon cards with enough range to strike foes that are floating some 
distance away from the ledges. This includes cards such as Banshee, Scythe Beast, Crystal Rose, Dark Raven, 
Marid, Dao, Efreet, etc. 

To deal with boss enemies, include a few medium-range Weapon types, such as Ghost Armor, Chaos Knight, 
Death, Wraith, Dragonoid, and Spartoi. Flying Independents, such as Horus and Gargoyle, are also useful, 
mainly to draw enemy fire. Avoid depending on Summons cards, since most flying foes are agile enough to 
dodge delayed attacks. 

Interested in a rare card? Bring several Capture Cards as well, to reign in a truly powerful card. 

Finally, you should leave room for three important cards found during this mission. 


Neoj SboppiNc; List!_ 

In recognition for your efforts to free yourself from captivity in the Royal Tower, the Card Shop in Kadishu has an all- 
new inventory of cards. 



Card _ Price 

No.147 MechLance 5L 150G 

No.052 Crystal Rose 270G 

No.010 Sand Golem 300G 

No.082 Rheebus 450G 

No.178 MechaPult 480G 

No.122 Death 540G 

No.082 Rheebus 450G 

No.021Catoblepas _ 900G 

No.040 Mole Monster 999G 

No.049 Sea Monk 1440G 


0 



























Cancerous ALtituoc 

Fight enemies as you proceed along the path, and cross the 
chasm over the wooden bridge. Pick up a Red Fairy along 
the way. Continue past the deck point and keep moving 
west until a cut-scene starts. The petrified creature 
demands that Tara free it. With a highly threatening voice, 
it gives Tara the No.057 Birdman card. 


Return to the nearby deck point and insert the new Transform card into your deck. 
Become the Birdman, and fly directly across the gorge from the deck point to a chest 
containing a No. 119 Charadrius card. You can open the chest while transformed. 




Closes op Captivity 



To free the petrified creature, you must destroy the blue 
globes that are held by three birdlike statues in the 
Krasheen Mountains. Continue flying to the next ledge, and 
defeat the enemies there as needed. If your battles don’t do 
the job, use a Weapon card to destroy the blue globe held by 
the bird statue. Open the chest to the left to obtain another 
Birdman card, and use the nearby deck point to insert it 
into your deck. 


You must be economical with 
your Birdman transforma¬ 
tions, since the chasms i 
wide throughout Krasheen. 

Fly back to the south ledge, 
return to normal form, and 
run across the wood bridge 
back to the starting point. 

Transform and fly across the chasm to the cave across from the beginning area. Welcome a Red Fairy, open the nearby 
chest for another Birdman card, and use a Weapon card to destroy the globe held by the statue. Transform and fly back 
to the east embankment. Return to the deck point and insert your new Birdman card into the deck. 




The final blue globe is in the cave across the chasm from the northeast exit of this stage. Gorgons roam this cave, so 
use an Evil Eye to prevent status condition effects on Tara and her Independents. Finally, destroy the blue globe held 

by the statue and fly back to 
the east bank. 


Once you’ve destroyed all three blue globes in this stage, it might be a wise idea to abort your mission and start over. 
You’ve probably fought quite a few aerial foes by now, and you may have few cards remaining. Whenever you’re ready, 
return to the area where the petrified creature last spoke to Tara. A new cut-scene unfolds. 
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5LacR Dragon 





Although the Black Dragon is a powerful 
creature and a respectable foe, it’s also slow- 
moving and sometimes an easy target. If all 
you want is to do is defeat the Black Dragon 
and move on, the Red Dragon or Brine 
Dragon Summons cards can do it in a single 

attack. Defeat the secondary enemies to get -- I 

them out of the way, wait until the Black Dragon rears back to 
attack, and then call upon your dragon for deliverance. 

If you examine the list of available bonus cards for this mission, you’ll notice 
that yoqr chances of obtaining a Black Dragon card are extremely slim. Even 
with a three-star rating, you’ll probably end up with several Gorgon cards. 

The best way to ensure that you obtain this powerful card is to capture the 
Black Dragon during this important opportunity. To do this, you must reduce 
its HP bar to the very slightest sliver. The Capture Card attack does only 10 
HP of damage if you’re lucky. Therefore, the trickiest part of this battle is to 
damage the monster as much as you can without destroying it. 

First, contend with secondary enemies, such as 
Gargoyles that appear during the battle. Use strong 
weapons like Marid to dispatch these Fire creatures 
quickly, then toss out Independent flyers, such as 
Horns, Lamassu, Popgun Charlie, and Gargoyle. Wait 
until the Black Dragon attacks your creatures, and 
then move forward and attack with powerful Weapon 
cards, such as Chaos Knight, Ghost Armor, or even the Demon Swordsman if you have it. If your 
Independents are damaging the boss very swiftly, discard them from your active hand. When the 
monster’s HP bar is very small, use weak Weapon attacks, such as Scythe Beast and Crystal Rose to 
knock the bar down to just a sliver. You want to leave only a dot of red in the HP bar before you 
attempt a capture. If your Magic Points are running low, don’t forget to open the chest on the ledge 
containing 400 Magic Stones. 

When you’re ready to throw your card, make sure that Tara is in good health, then run after the 
Black Dragon until it turns and moves to attack Tara. Use the Capture Card just as the beast is rear¬ 
ing back to dive or breathe fire. You’ll probably take a little damage, but it’s worth it to snag one of 
the best Independent creature cards in the game! 

If this method doesn’t work, abort your mission and try again. Once you’ve defeated the Black 
Dragon, there won’t be a second chance at this card again until you’ve completed Story Mode! 




No.099 Black Dragon 


No.192 Gorgon 


No.177 Gargoyle 


Ml 
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Reasons to Return: Krasheen Mountains 
I The main mission ends when you’ve only just breached the second 
part of the level. You can return to Krasheen immediately, with 
Birdman cards in your possession, and continue exploring the 
remaining cliffs. Use the maps provided at the beginning of this 
section to locate additional chests and Red Fairies in hiding. 




































CjRCNpOCL CATheORAl 




Move downstairs and speak with the first soldier to obtain the Jewel of Alanjeh. The jewel 
acts like a key to the storehouse on the Plains of Rowahl. This is really all you need to do 
at Grenfoel Cathedral in order to proceed with the game, but you shouldn’t miss out on 
the helpful items here. 


Sccrct oe The CDaiocns 




Examine the four maiden 
statues on either side of the 
pews. As you examine each 
statue, it turns to face the 
west wall. After you’ve turned 
all four statues, move to the 
spot where they’re all looking, 
just to the left of the column 

against the east wall. A portion of the wall slides away to reveal a secret chamber! Inside, collect two Red Fairies and 
open the two chests to gain 2,000 Magic Stones, a No.089 Plague Rat card, and the awesome No.085 Vampire card. 





























When you’re done speaking to the survivors in the cathedral, enter the double doors next to the portrait of the God of 
Harmony, and continue into the library until a cut-scene begins between Tara and Rashiannu. A Red Fairy waits in the 


west aisle, and there are 
interesting books that you can 
read to gain insight about the 
history of Argwyll. 





CRCNpoeL Caro Shop 


Examine any of the bookshelves 
on the north wall to read a vol¬ 
ume revealing the location of the 
Temple of Sharacia side quest. 



Exit the library and go through the double 
doors to the left of the god’s portrait. The 
Grenfoel Card Shop has an inventory of useful 
new cards with fantastic upgrades. Buy as 
many of these cards as you can, and start 
gathering experience points immediately! 


No.142 Baby Dragon _ 120G 

No.046 Gold Butterfly _ 180G 

No.031 Running Bird _ 240G 

No.042 Lycanthrope _ 375G 

No.119 Charadrius 450G 

No.117 Sprite 480G 

No.114 Napalm Beast 900G 

No.184 Cereberus 1500G 

No.080 Night Mare 1800G 

No.096 Mind Flayer 3600G 


PLains op RoaiAbL— 
Rol/aL STORAqc bouse 
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Back to the Flatlan ds ( 

If the deck you used to clear the Plains of Rowahl is still available, you’re good to go. Be sure to include recent addi¬ 
tions to your Wood cards, such as Horns, as well as Birdman or Garuda and several extremely strong Water cards. 




















































Grossing the plains, greater numbers of enemies oppose 
Tara. In addition to the usual Devil Plants and Sand Golems 
you encounter here, giant Manticores sometimes appear 
now that you’ve returned for the God of Destruction card. 
Strong Water cards, such as Charadrius and Marid should 
help you clear the path to the Queen’s storehouse near the 
south ridge. 


(JJgstcrn RiveR Passaqs 

Head to the empty Kendarie encampment in the southwest corner of the plains, transform 
into a Birdman, and fly across the river to the opposite bank. A treasure chest there con¬ 
tains 700 Magic Stones. Having a full supply of MP is a good thing, since you must trans¬ 
form for flight quite often to reach the source of the river. 

Continue to fly west above the water’s surface, and curve north. As you can see, the trip 
up the river is quite long. If you must use slow-moving Birdman cards to fly, you can land 
on the banks along the left side of the river periodically and use a different Birdman with 
a full lifespan. That way you can make it to the treasure chest at the north end of the 
stream. A Garuda card, however, enables you to make the trip much faster. 

The chest at the top of the stream contains the valuable No.050 King Mandragora card. 

If you don’t have any Birdman cards left and can’t return to the plains, just abort your 
mission to exit the area. 


The Cpo Caro 

The royal storage house is the small building at the south 
end of the plains, next to the deck point. Examine the door, 
and Tara uses the Jewel of Alanjeh to enter. Sand Golems 
guard the storage house, so use Wood Independents and 
Weapon cards to eliminate them. 




lNCRGASeO boSTlllTl/ 



Check the broken catapult in the 
northeast comer of the plains, 
near the entrance, to find a hid¬ 
den Red Fairy who whispers the 
Goblin Guts combo to you. 


The god card floats above the altar inside. Before taking the card and ending your mission, 
open the chest on either side, each of which contains 1,000 Magic Stones. Then take the 
No.104 God of Destruction card from the altar. 


Bonus Cards No. Available 

No.010 Sand Golem _3_ 

No.077 Goblin Lord __2 _____ 

No.132Manticore 1 
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SrcaIvIN'c; The SeAL 



^ Specializing for the Tower 

Switch back to your deck of cards best suited against Mechs, and add the God of Destruction card. This card is 
required to enter this stage. Be sure to update this deck by inserting new Mech, Neutral, and anti-Mech cards, 
such as Flayer Spawn, Pixie, Nueh, Acid Dragon, Acid Cloud, and AcidBot. Also bring at least one Birdman, 
Garuda, or some other type of card that enables flight. Finally, bring a card that enables jumps, like Hell 
Hound. 


BLow Down The Doors 

On the path to the quadruple-sealed doors of the castle, 
check the small pile of rubble to find a Red Fairy, then walk 
up to the doors and use the God of Destruction card to 
enter. 


Using the God of Destruction will very likely consume all of your Magic Stones, and even 
some of your health. Move around the foyer, dodging Mech enemies, and grab the Blue 
Fairies until one refills your Magic Points. You should now be ready to conduct business as 
usual. 
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ReTARiNc; The CastLc_ 

After you’ve restored Tara’s Magic Points, move through the 
foyer into the east hall, and go through the door on the left 
into a small courtyard area. Use a flight card to transform, 
and glide across the water to the west side. The Red Fairy 
waiting for you there reveals the Rotary Death combo. 

Open the treasure chest in the corner of the courtyard to 
obtain a No.088 Puppet Master card. Another chest in the 
opposite corner contains 1,000 Magic Stones. 



The CoaRse is SeT _ 

Go out to the patio area, and jump onto the ledge on the left 
to open a chest containing a No. 102 Decoy Pillar card. 
Remain transformed, jump down, and run along the left side 
of the patio to the next double-jump ledge. Atop this rise is 
a chest containing a No.066 Fire Gargoyle card. 





As you approach the destroyed walls at the south end of the patio, you find Sol. If you 
gave Sol the Stone of Sealing, he’s still alive. Eventually you’ll see the “good” ending of the 
game, involving Sol. If you didn’t have the Stone of Sealing to give him at the time, you 
get a short cut-scene with the “sad” ending, which does not involve Sol. Head inside the 
double doors beside Sol to complete the mission. 


No.202TriBlaste r 
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Mission Objective: Royal Tower, Middle 

Tara has re-entered Alanjeh Castle with the intention of reclaiming 
it from the Kendarie. Although Leod VIII accomplished what he set 
out to do, his methods of obtaining utter domination are now 
haunting him. Fearing the wrath of the overwhelming creature he 
brought with him, Leod has encased himself inside an impenetra¬ 
ble force field powered by a large device. The switches that control 
the force fields are in separate rooms on the same level, and an 
overwhelmingly powerful guardian protects each room. You must 
defeat these bosses in order to deactivate the switches and render 
Leod helpless. Yet, even after you’ve accomplished such a monu¬ 
mental task, have you mastered the cards well enough to defeat 
the Kendarie leader? 


Time for the Power Deck 

Don’t pay attention to the enemy affinities when assembling your deck for this mission and the next. There’s a 
boss of each affinity except Mech on this level. You must deal with Leod VIII, who uses Mech cards of his own. 
Construct a new deck of your most powerful cards. The ideal deck contains mostly Independent and Weapon 
cards of the four elemental affinities: Fire, Water, Earth, and Wood. Bring along several strong and economical 
Neutral cards, as well. Be sure to include several Stone Golem, Sand Golem, Decoy Pillar and Gravity Pillar, 
Basilisk, Rheebus, Fairy, Sprite, and Dark Sprite cards. Choose cards that you can use easily at your skill lev¬ 
els, and don’t try to use cards that cost double the normal number of stones because of low skill levels. Bring 
several Capture Cards if possible, because the boss monsters make wonderful additions to your deck. 


LeoO’s PeRSQNAl Trap_ 

Head through the corridor to the main area until a short cut-scene begins. When you 
move toward Leod’s shield device, he says one last thing. Thereafter, the shield will cause 
damage if you touch it. 

To deactivate Leod’s shield, you must defeat several tough boss monsters in the rooms sur¬ 
rounding the central area. After you defeat each monster, you can throw the switch that 
deactivates one of the shields protecting Leod. Head back toward the entrance and go left 
to the south room. The Ice Golem is one of the easier bosses, so tackle it first. 
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Ice CpLeco 


Shuffle Earth cards into your hand, and 
employ the usual tactics against this foe. 
Surround the Ice Golem with Independents 
and Helpers. When the monster busies itself 
fighting your creatures, run behind it and 
attack with Weapon cards or a strong 
Summons card, such as Amber Dragon or 
Sand Worm. The creature isn’t hard to 
defeat, and using a Capture Card is well 
worth it. 



SoiiTcb Nucpbcr ONe 



When you’ve defeated the Ice Golem, raise the switch to 
open the doors and deactivate one of Leod’s shields. A large 
crack is evident on the west wall of the room. Move to the 
Magic Booster, transform into the Stone Golem, and bull¬ 
doze through the wall. Return to normal form, pick up the 
Magic Stones in the rubble, and enter the secret room to 
meet a Red Fairy who knows the Temper Tantrum combo. 
The chest in this room contains a No.073 Hydra card. 


The (JJesreRN Control 


Return to the main corridor near Leod’s position, and continue north. A Red Fairy waits 
outside the room with the next boss. Shuffle a decoy Helper card and several strong Water 
cards into your hand, and then enter the west double doors. 


^boss pqbf) 


OecooN pox 



The Demon Fox is a much more challenging 
foe. It likes to follow Tara around the room 
and blast her at close range with its nine 
. homing fireballs. Throw a Gravity Pillar or 
Decoy Pillar into the center of the room, and 
then attack the distracted monster with 
strong Water cards, such as Wraith and 
Charadrius. The Gravity Pillar does so much damage to the Demon 
Fox that Tara doesn’t have a lot of work to do. 









































^ Running L 


If Tara runs low on HP or MP, which is entirely possible several times in this level, just return to one of the 
rooms where you’ve already defeated a boss. Blue Fairies appear in these rooms continuously, even after the 
fearsome guardians are long gone. Keep touching Blue Fairies to regain health, Magic Points, and used cards. 


(JJbeRC The Robots Roacp 



Throw the switch in the Demon Fox’s room to open the exit 
and deactivate another of Leod’s shields. Head north into a 
small area that quickly fills with Aggressor DX5s. These 
Mechs respawn repeatedly, so don’t waste too many cards 
fighting them off. Quickly open the two treasure chests to 
obtain 1,000 Magic Stones and a No.082 Rheebus card, and 
then use the nearby deck point to regain HP and view your 
deck. Continue through the north doors when you’re ready. 



^osspqbT) 


Beelzebub 


The flying creature takes a typically insect¬ 
like interest in Tara and constantly flies 
near her. Although the Beelzebub hovers 
- above the ground, you can use the Napalm 
Beast, Carbuncle, or Uroboros to damage it. 
This is probably the best way to punish the 
creature for buzzing in your face. Try to 


stay behind the creature if possible to avoid its projectile attack. If you need 
a respite, use a Decoy Pillar to lure the creature away while you recover 
(using a Rheebus) or plan for your next attack. Strong creatures like Tiger 
Mage and Demon Skeleton help to create secondary targets for the enemy s< 
that you can attack from the side or the rear. This isn’t a difficult battle if 
you call upon plenty of help. 


Tbe Loro oe Plies 

A Red Fairy usually roams the north passageway. Shuffle several Neutral cards into your 
active hand, including a Decoy Pillar or Sand Golem. Enter the first door on the left to 
fight yet another powerful creature that’s guarding a switch. After you’ve defeated it, throw 
the switch. 


Sbielos StiLL Protcct Tbe CbesTs 

Exit Beelzebub’s room and look over the right side of the balcony at the central area. 
Leod’s shields are all deactivated now, and he’s vulnerable. However, the two chests are 
still inaccessible due to their active shields. Before you engage the Kendarie leader, con¬ 
tinue east in the north corridor, visit the two remaining rooms, and throw the switches to 
drop the shields over the two chests. 

Continue up the corridor and shuffle strong Wood cards into your active hand. Enter the 
second door on the north wall. 
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beheoooTh 



Luckily the Behemoth is a slow-moving 
creature, so it’s easy to get behind it and 
stay out of harm’s way. The Behemoth 
emits a strong beam attack from its 
mouth at a frequent rate of fire. As you 
might imagine, the Green Dragon is one of the best Summons cards to use 
against it. When the creature stops to fire, attack from the side with Ghost 
Armor and Lycanthrope attacks. The creature is highly resistant to status 
effects, so use strong attacks instead to try to whittle down its HP quickly. 



That’s STRANCje... 


A large crack is also evident in the Behemoth’s chamber, but there’s no Magic Booster in the room. Throw the switch 
and continue east to the final room in the corridor. Defeat the Fenril in the last chamber and throw the switch. 


^sosspcjbT) 


peNRiL 


The Fenril is yet another creature that 
hounds Tara wherever she goes. Use a 
Decoy Pillar or Sand Golem to distract 
the creature, and surround it from all 
sides with Fire Affinity Independent and 
Helper creatures. Popgun Charlies, Tiger 
Mages, and Salamanders all serve to box in the Fenril so that you can deliver 
the killing blow from behind with a Red Dragon or Fire Gargoyle attack. The Fenril is yet another 
rare creature you should try to capture when its HP bar gets very short. 


lAttribut^^VVood^ 

1 HP: 160 

I DEF: 

12 

1 Uniq. Ski: 

N/A 

1 Skills: 

Demon Fang, ATK 48 


Hell Howl, ATK 30 * 



The NoRTbeAST SecReT Roooo 

There’s a Magic Booster in the last chamber. Make sure the doors to both rooms are open, and then move behind the 
glowing circle and transform into the Stone Golem. Walk over the Magic Booster, and continue moving toward the room 
where you fought the Behemoth. Cross the room and destroy the back wall. The Magic Booster gives you exactly 
enough energy to cross the long area and smash through the wall. Do not hesitate or stop while the Stone Golem bar¬ 
rels forward, and avoid bumping into any corners! 










































Inside the hidden room, meet a Red Fairy and open the chest to obtain a No.086 Sphinx 
card. Head back toward Leod’s position, stopping to use the deck point along the way. Be 
sure to insert the Sphinx card into the deck. If you have fewer than 15 cards that will be 
useful against Leod, or if you’ve taken serious damage from the other monsters, abort your 
game and start fresh before engaging Leod. The whining prince is actually more of a chal¬ 
lenge than you may assume! 


LeoO’s T rgasurgs 

The fearful prince is cringing in the middle of the central area. He won’t attack until you 
move in very close. Before the battle starts, move along the rail and open the two chests 
in the corners of the platform to obtain a No.003 Red Dragon card and a No.008 Unicom 
card. 

Shuffle the cards in your hand until you’re ready with at least three Independents, 

Helpers, or cards that decoy enemies. The fourth ready card should be a strong Weapon or 
Summons card, or a Basilisk card. Then move toward Leod to begin the battle. 





LeoO Vlll 



Leod loves to run after Tara and goad her 
into a close-range battle, which he’ll win 
every time. He uses the AstroBot card to 
encase himself in impenetrable steel, and 

__ he fires a volley of short-range blasts in all 

directions. Therefore, avoid close-range combat unless Leod is distracted. 

Stay away from him and his mechanical pets. If Tara starts to hold herself in 
pain, move a few feet away and use a Dark Sprite. Whenever Leod uses a card, the Dark Sprite heals 
Tara! 

Use strong Independents and Helpers with relatively low magic consumption, such as Elves, 
Vodianoi, and others. While Leod is busy defending himself from your creatures, sneak up behind 
him and strike with a Basilisk attack. Leod is 
immune to most status conditions, but you may 
be able to turn him to stone for a short time. 

If so, quickly use a strong Summons card, such as 
Vampire or Red Dragon, to drain a great deal of 
his HP. 




When Leod falls, the east doors in the area open. Head toward the elevator to end the mission. 

_ 


No.179 Aggressor DX5 
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"Adhere"t"o"Yo iur Mastery 

Review your skill levels for affinities in the character status screen, and choose only cards that you can use 
without doubling your magic consumption. In other words, don’t use any cards in the Too Powerful category. 
If you’re rated well enough to use a deck of all Neutral cards, you’re better off. If not, select cards with high- 
powered attacks that consume very little magic. Generally, pick only cards that consume 10 Magic Points or 
less. Include all of your Healing cards except Dark Sprite. Try to balance the number of Independent and 
Helper cards with the number of Summons cards. Bring several long-range Weapon cards, such as Sphinx, 
Charadrius, Marid, Dao, and Efreet. Power attack cards, such as Demon Swordsman and Chaos Knight, are 
also beneficial, but only if your skill levels allow. 




Ansojcr. op The SpbiNX 


Turn to the right and enter the small crushed doorway to 
find a Red Fairy who knows the Skullapalooza combo. 
Behind Tara, near the exit from the level, is a chest 
containing a No.116 Wyvem card. 


Proceed up the steps, and descend the first stairs on the left. You can fight and defeat a 
Sphinx merely by staying to one side of it and launching Wood attacks. As always, use an 
Independent or Helper card to distract the creature while you sneak-attack it. Another 
Red Fairy waits for Tara in this circular area. 





























ElCXJLieRS OP hARCPQNl/ 


Return to the stairs and go up another flight. The mammoth monster has obliterated the 
pathway spiraling outside the tower, so Tara must detour through a level that’s full of 
Wyverns and vines growing from the Body of the God. It’s easy enough to eliminate one of 
these blossoms of destruction with a long-range Weapon card, such as Marid, Dao, or 
Efreet. However, the vine reappears, wholly intact, almost immediately. When a vine is in 
your way, destroy it from a safe distance and move through the area quickly. 


Behind the vine on the edge of the platform is a chest containing a No.008 Unicom card. 
Toss a single long-range attack at the vine near the exit archway, just to throw it off bal¬ 
ance. Quickly run past it and through the archway. 


Last Stop BepoRe The Cno 





Continue up the stairs circling the tower, meeting a worried 
Red Fairy along the way. Another level up is an archway 
where you can enter a platform full of vines and Wyverns. 
Summon an Independent creature as a bodyguard, and 
follow it into the area. As the Wyverns and vines lash out 
at your creature, dash across the area and enter the next 
archway. A chest at the end of this balcony contains a 
No.155 Spartoi card. 


Head back across the dangerous platform to the stairs, and continue ascending to the top of the tower. A final Red Fairy 
attempts to dissuade you from your purpose. 


It wouldn’t be a bad idea to abort your mission, dash upstairs as swiftly and directly as possible, and face the 
final boss in Story Mode with a fresh deck of cards at your disposal. When you’re ready, continue to the top of 
the tower and move onto the central, pulsating mass. 


^^osspqhT) 




Booy op The Cpo 


J 




The great thing about this final 
battle is the enemy’s inability to 
pursue Tara. The Body of the 
God and its vines are stationary, 
and if you move far enough away, 
it won’t fire any laser beams or 



Drain Breath globes. Keep a sharp eye on your HP gauge. If Tara’s health drops 
to a critical point, move off the Body’s surface, as far from the head as possible, and use a Rheebus, 
Unicorn, or Fairy card to recover all your Hit Points. Just don’t wait until Tara is badly limping, or 
you’ll never get away safely. 

After you’ve set foot on the surface of the Body to initiate the cut-scene, run off it to a safe distance 
and dodge any floating pink globes the head sends your way. Shuffle the cards in your deck until 
you’re ready for an assault. For each assault you try, you need at least two or three low-magic 
Independents and one or two extremely powerful Weapon or Summons cards. 






































The ideal approach for each assault is to move directly up the middle of the Body’s surface, where the 
rows of vines are farthest apart. Lock onto the closest vine, and toss one or more Independent or 
Helper cards with attack abilities. Your creatures usually attack the selected vine, distracting it from 
attacking you. While your Independents are in action, run straight up the middle and make for the 
head. It usually fires a trio of pinkish Drain Breath balls as you approach. Avoid them by running a 
few steps left or right the instant the boss fires. 


When you reach the head, use a powerful Summons card to attack. While you’re doing this, the head 
usually creates an immense Drain Ball that causes multiple hits of damage. Once your first attack is 
over, move left or right and dodge this globular attack, then launch a second Summons card. 



By this point, the creatures 
you used to attack the vines 
have joined you in front of the 
head. If things are going well, 
try a third Summons or 
Weapon card. If not, recall 
your creatures by discarding 
them from your active hand, and flee by running at an angle to the left or right of the head. Do not 
leave your creatures behind to do the fighting alone. The idea is to be able to use all the Independent 
and Helper cards in your deck more than once. 


After each assault like this, you’ll be hurting for Magic Points and possibly Hit Points. Retreat to a safe 
place oh the side of the tower away from the head, and use an applicable Rheebus or Fairy card to 
heal Tara just as much as you need. If you have a Fireworks card, use it to restore your Magic Points. 
But in all likelihood, you don’t have access to the right upgrades. In that case, you’ll need to chase 
Blue Fairies across the Body’s surface until you touch one that restores all your Magic Points. 

Prepare for another assault by shuffling your active hand until you’re ready 
with another set of Independent or Helper cards, along with one or two power¬ 
ful Summons cards. Then begin your next assault. Lather, rinse, and repeat. 

The Valkyrie or Fafnir Summons cards work incredibly well against the Body, 
if your skill levels are high enough to use them. All of the dragon Summons 
cards are superb, and the Black Dragon usually kills 

all the vines on the surface before doing some damage to the boss. Charging 
Summons cards, such as Amber Dragon or Chimera, do damage to the head. 
Any Neutral Summons cards, such as Vampire, Puppet Master, or Thanatos, 
work very well too. Keep an eye on the cards remaining in your hand, and use 
an Elephant, Sea Monk, or Mind Flayer card to restore used cards. That way, 
you might get to perform your most powerful Summons twice! 





As you reduce the Body’s HP bar to less than 25%, the head’s attacks become 
much more frequent. It becomes very difficult to avoid Drain Ball attacks, but 
you must persevere if you want to save the kingdom of Argwyll from utter 
annihilation. 
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As you proceed through the missions in Story Mode, various side stages can become available for exploration. At the 
beginning of each side quest covered in this section, you’ll find detailed summaries of how to access that quest. 


Sioe QuesT Procession 

You may be wondering when is the best time to take on a side quest. The answer is different for every RPG. For the 
greatest success in Lost Kingdoms II, you should complete each side quest as soon as possible. The cards and valuable 
items you gain through side quests improve your chances of completing Story Mode and defeating the powerful final 
enemies. Notes on the available side quests are included in the walkthrough, as well as in this chapter. 


The LoNc;esT Sioe CfuesT 

You need to resolve one side quest in particular, involving several steps, before entering the Alanjeh Castle stage in 
Story Mode. The outcome of the game depends on whether you have the Stone of Sealing in your possession before 
entering Alanjeh Castle. If you don’t have it, you get the “sad” ending of the game. 

To get the Stone of Sealing, you must defeat the seven Unknown Men in the various stages of Story Mode. You 
encounter some of these strangers during the normal progression of the game, but most of them are hidden in side 
quest areas. After you reveal the Isamat Urbur stage on the World Map, enter the area and use all seven of the 
Runestones in the altar room. The final room opens, and you can obtain the Stone of Sealing. If you acquire it before 
entering Alanjeh with Sol, the eventual outcome of the game will be the “good” ending. 

One ending is no more beneficial than the other. We’re just informing you about them both so you can decide which 
one you want to view. 


CrocdtgLL OeseRT 



CONDITIONS TO OPEN SIDE QUEST 






Enter Kadishu and speak to the woman standing near 
the western road out of town. She explains that this is 
the entrance to Jarvi’s house, but the researcher is at 
Gromtull Desert. 

Exit to the World Map, and Gromtull Desert appears. 



1. No.084 Venus Spider 


2. No.173 Bum Hagan 

3. No.068 Evil Eye 

4. No.014 Mummy 

5. No.193 Pixie 

6. No.014 Mummy 

7. No.043 Sand Beetle 

8. No.031 Running Bird 


































) Wood Cards Rule 


Although this side quest is available early in the game, you’ll have a much easier time in the desert if you stock 
up on Wood Affinity cards beforehand. A visit to Ruldo Forest should give you a good number of Wood cards, 
and that might be the best time to try this side quest mission. 


Footprints in The Sand 


Follow the footprints north through the desert, avoiding or defeating the tough Earth- 
based creatures along the way. The footprints eventually lead down the slopes of the 
dunes toward an oasis. Tough Sand Beetle creatures move under the surface here, so be 
ready with good Independent creatures, such as Man Traps to help you surround and 
defeat them. 


CjReAsiNc; The Ccars 




At the oasis, you find a camel. A little farther into the grassy 
area is a backpack. Search the backpack to find a bottle. 

The nearby lever opens the doors to the cave, but sand has 
caused the lever to stick. You must take the bottle across 
the desert to a pool of natural oil. Fill the bottle, and return 
to lubricate the lever and open the cave. A chest inside con¬ 
tains a No.084 Venus Spider card. 


Use a flight Transform card to 
glide across the water to the raft, 
where a chest contains a No.l 73 
Bum Hagan card! 


PASSACjC OF The (JJorcp 


Head east from the oasis. If you have a Transform card that enables jumping, such as Hell 
Hound, a large Sand Worm emerges from the dust floor and attacks. Hit it with several 
strong, status-inflicting Wood Independent creatures, such as Horns and Devil Plant. Also, 
use an Evil Eye to prevent status conditions. Help your creatures attack the monster from 
all sides, and together you should be able to defeat the Sand Worm. 



VaLLo/ op The CuLtist 



Transform and jump upon the stone platforms. Leap across 
the gap to the north ledge, return to normal, and head down 
the steps. In the distance, you should be able to spot two 
figures in two different rocky alcoves in this north area. In 
the southern alcove is a Red Fairy who tells you the Hearing 
Aid combo. In the northern alcove is a mask-wearing 
Runestone master. Defeating him brings you one step closer 
to completing the Isamat Urbur side quest. 
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As you race down the path lined with 
columns, prepare yourself by summoning a 
few Independent creatures with good stami¬ 
na. Shuffle Mummy and Basilisk cards into 
your hand, because the Card Master is com¬ 
pletely susceptible to curse and paralysis 
conditions. 

Getting near the Card Master is somewhat tricky, considering that he can use 
Carbuncle and summon Sand Worms. When you get close to the Unknown 
Man and the summoning animation begins, forget whatever attack you were 
about to try and run straight away from the foe. Both Sand Worms do a lot of 
damage and inflict conditions on you, making it almost impossible to continue 
the fight. If you take a serious beating and can still get away, head to the end 
of the columns and use a Rheebus to recover. 


As with all the other Card Masters, the ideal strategy is to surround him with 
your Independent creatures, sneak in from the side or rear, and attack with 
strong Weapon cards. Deploy an Evil Eye to protect Tara and her creatures 
from status impairments. Inflict conditions on him to gain the advantage, and 
attack with strong Summons whenever possible. 

When you defeat the Unknown Man, you gain his Ebin Runestone. 


OeseRT T RCASURC 

Return to the main area of the desert, and continue southeast until you come across a 
pond of natural oil. A Red Fairy hovers around this area, and you can open the nearby 
chest to obtain a No.068 Evil Eye card. 

Move toward the pool of natural oil until a “! ” icon appears 
over Tara’s head. After examining the pond, she fills the bot¬ 
tle with the black liquid. 


Another Red Fairy flies around the 
canyon area between the entrance 
point and the pool of oil 

The 0DucpcP1es , Tocos_ 

Just north of the black, burning pond is a sealed cave. Press the lever to the right of the 
cave to open the doors. Hordes of Mummies spill out of the cave. Unless you have a lot of 
Wood Independent creatures and Helpers to protect you, it’s a wise idea to lead the mon¬ 
sters out of their home. With fewer enemies in the cave, you have greater freedom to open 
the three chests inside, which contain two No.014 Mummy cards and a No.193 Pixie 
card. 







































arvi’s Rescue 


H ,.r ...t, ... p> eturn to jjjg oas j s j n the northwest corner of the desert. Examine the lever again, and 
Tara lubricates it with the black liquid and opens the cave. Enter the cave to view a cut- 
scene in which Tara meets up with Jarvi, a young scholar who’s researching the Red 
Fairies. After this scene, the mission ends and Jarvi’s House becomes available for visits in 
Kadishu. As you collect Red Fairies throughout the game, return to Jarvi’s House and he’ll 
reward you with rare cards! 


jtanus Cards 


No. Available 



No.043 Sand Beetle 


JL 


A Eeuj Last Itccps 


As you probably noticed in the last cut-scene, there are two Red Fairies and two treasure 
chests inside the cave where Jarvi is rescued. Return to Gromtull immediately and go 
back to the cave. Inside the chests in Jarvi’s cave are No.043 Sand Beetle and a No.031 



Running Bird. 
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CONDITIONS TO OPEN SIDE QUEST 


Complete the Ruldo Forest mission and defeat the 
Unknown Man. 




Re-enter Ruldo Forest immediately, enter the path pre¬ 
viously blocked by Gurd, and defeat the three 


Cockatrice bosses. 


When you return to the World Map, the Sacred Battle 
Arena appears. You must complete this mission to open 
the second arena. 



Earth 


Mech 


Neutral 


0% 


32% 


17% 


17% 


CjuRQ’s hocpe 



Head up the steps, accepting the greeting of a Red Fairy along the way. In the central area 
is the old woman Gurd. Speak to her twice to learn that a strange intruder has taken up 
residence in the upper room of her home. 





































Extending diagonally from Gurd in all directions are paths to rooms where Tara can fight 
boss monsters of each affinity. To enter any of the arenas, you must have a skill level of 
six stars in the corresponding affinity. The doors to each room bear jewels matching the 
color of the required affinity. For example, to enter the yellow-jeweled doors, you must 
have an Earth skill level of six stars or better. You probably won’t achieve such prowess 
until very late in Story Mode. 


However, when you enter the Sacred Battle Arena, you can proceed north up the stairs 
and fight the stranger in Gurd’s home, another Unknown Man from the Isamat Urbur cult. 
Because you must complete the whole side quest involving the cult and their Runestones 
within the first half of the game to achieve the “good” ending, try to defeat the Unknown 
Man as soon as possible. You can return later with the proper skill levels to challenge the 
other monsters. 


The lNTRUOeR 


Head up the northern stairs beyond Gurd’s location, and speak to a Red Fairy along the way. Prepare your cards and 
open the double doors. As you proceed across the circular area, an Unknown Man appears. 


^5QSS pqbf) 
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(JnKnoujn CDan 




The Unknown Man in the Sacred Battle 
Arena is a more fearsome opponent than 
many of the other strangers you’ve encoun¬ 
tered throughout Argwyll, simply because 
of the cards at his disposal. In addition to 
summoning Sasquatch and Jade Giants, the 

Unknown Man also uses tricky cards, such as Dark Sprite and Phooka. If a - 

Dark Sprite is active, bizarre music plays and the creature restores HP to the Unknown Man each 
time you use a card. A Dark Sprite is easy to eliminate with any Weapon attacks. 

A Phooka creates a much more dangerous situation, 
since a single wave of its little wand disables all of 
Tara’s cards for a long time. Although the Unknown 
Man rarely deploys a Phooka, you must take preven¬ 
tative measures at the start of the battle to avoid 
becoming completely vulnerable. I ' ^ * 

Before entering the circular battle area, shuffle four Independent creatures or Helpers with attack 
abilities into your active hand. As you pass through the doors, toss all four cards into the center of 
the arena, then continue north across the circle. When the Unknown Man appears, your forces over¬ 
whelm him immediately. If an Independent or Helper dies, replace it immediately with another crea¬ 
ture. This way, if Tara’s cards are disabled, four creatures are ready to fight in your defense until the 
Phooka’s effect wears off. 

Some Independent creatures and Helpers that fight particularly well for you 
include Horus, Elves, Caterpokers, Sand Beetles, and Man Traps. Don’t hesi¬ 
tate to use a Helper who doesn’t fight, such as a Leprechaun, SuperScrubber, 
or Evil Eye. While the Unknown Man is busy defending himself, run around 
and collect Magic Stones. 

When you win the battle, Tara receives the stranger’s Olf Runestone. 




























QjRO’S ReCjJARD _ 

After defeating the Unknown Man, speak to Gurd. She rewards your housecleaning efforts 
with the Mysterious Key. This item unlocks the previously inaccessible areas of the 
Nobleman’s Residence so that you can carry on another important side quest. 



CocppleTiNq The CPission 



If you’ve already defeated the 
Unknown Man, a low-level 
Kendarie Card Master appears 
the north arena instead. 


A Red Fairy in the corridor near 
the exit reveals the Tender Mercy 
combo. 


Return to the Sacred Battle Arena with better cards and six- 
star skill levels in Fire, Water, Wood, and Earth. Each of the 
four doors on the sides of the Sacred Battle Arena will open 
only if you have the proper amount of skill. Each room has 
a powerful creature of that affinity. Between battles, use the 
deck point in the center area to regain HP and add cards 
you’ve gained. 

After you’ve defeated all four creatures, head through the 
north chamber and open the door at the top to complete 
the mission. 


^Bosspqb t] 





The Lich behind the doors bearing yel¬ 
low jewels is a surprisingly easy crea¬ 
ture to defeat. As you’re entering the 
room, shuffle Elf, Elf Lord, and Dark Elf 
cards into your active hand, or prepare 
multiple copies of any of these cards to 
compensate for missing elves. Before 

crossing the room, toss all three elves onto the arena floor, and 
prepare a strong Summons type. 

The elves stay out of range of the Lich’s fire attacks, and they emit projectiles 
that arejievastating to the monster. As the elves damage the Lich, run behind 
it and collect Magic Stones. When you’re ready, launch a powerful Wood 
Summons, such as Green Dragon. 

Defeating the Lich earns you a No.025 Lich card. 
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As you enter the double doors inlaid with 
green gems, shuffle powerful Fire cards with 
low magic consumption rates into your 
active hand, including a couple of Napalm 
Beast cards. The Nueh is a large monster 
that annoyingly follows Tara everywhere and 
usually ignores any Independent and Helper 


creatures you employ. Its main tactic is to knock Tara over with its 
charging attack, and then stand over her and pelt her with lightning 
bolts. 

Self-defense is the key. As you’re entering the arena, quickly throw a Napalm 
Beast card and run counter-clockwise around the Nueh. As the monster starts 
to chase after Tara, a single Napalm Beast gradually drains all its Hit Points. If 
the Nueh leaps away in pain, it’s a good opportunity to call upon other Helpers 
and Independent creatures, such as Fire Mages and Salamanders. 

Defeating the Nueh nets you a No.186 Nueh card. 


Nueh 




IvraKcn 


The Kraken is a tough monster that can be defeated with only two 
cards. As you enter the blue-jeweled doors, shuffle into your hand an 
IJroboros and any Earth Independent card with a good life span and 
Hit Points, such as a Lamassu. Gross the arena to make the Kraken 
appear, and use the Independent card as a distraction. The Kraken 
usually goes for the Independent right away, so summon the 
IJroboros and run around the back and sides of the Kraken. Pursue 
the creature as it tries to leap away in an attempt to face Tara and 
fire its Tentacles attack. Keep running alongside and behind the 
Kraken with the Uroboros active, avoid taking any hits, and you’ll 
defeat the monster easily. If this fails, at least you have the Lich card 
at your disposal. 

The reward for this battle is, naturally, 
a No.022 Kraken card. 





































Sibc Qgcst CDissions 
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CJecoiNi 



The Gemini is the most intimidating and dangerous enemy in 
Sacred Battle Arena 1, mainly due to the long-range beams it shoots 
across the small ring. The only way to avoid taking massive damage 
is to use two or more Independent or Helper creatures to distract 
the Gemini, and then move in from the side to attack. The 
Independent creatures need to be very strong and agile, such as 
Demon Skeleton or even Ice Skeleton. The Undine is also effective, 
but it won’t live long after a beam attack. The Kraken works well 
against the Gemini, and it’s a low-cost Summons. ' _ 

Continue attacking the Gemini from all sides with your creatures 
and strong Weapon or Summons attacks, such as Marid and Rock 
Hagan. 

If you can’t defeat the Gemini with this 
method, complete the Obenoix Gorge side 
quest and return here with the Phantom 
Ship card. This card can almost wipe out the 
Gemini in a single hit, but at a great cost in 
Magic Points. Your Independent creatures 
and low-level attacks can handle the rest of 
the battle. 

The reward for this battle is a No.159 Gemini card. 




Sacrco BattLc Arcxa 2 



CONDITIONS TO OPEN SIDE QUEST 

Defeat all the monsters in Sacred Battle Arena 1, and 
open the north door to complete the mission. 



Fire _ 0% 


Water _ 0% 

Earth _ 0% 

Wood _ 0% 

Neutral 83% 

Mech_17% 
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hocoe op IcqeNOs 

Sacred Battle Arena 2 is a true test of skill, where the toughest creatures wait to challenge 
Tara and her cards. Before entering this Sacred Battle Arena, be sure you’ve completed 
Story Mode and gained a skill level of six in both Neutral and Mech attributes. 

Chances are, since you were able to open the doors in the previous area by meeting the 
high elemental affinity requirements, your Neutral and Mech skill levels are quite low. You 
can improve these skill levels by playing through the large Proving Grounds area with a 
deck made up completely of Neutral and Mech cards. Otherwise, there’s absolutely noth¬ 
ing for you to do here until your character meets those requirements. 



Procession op BattLcs 


In order to open the doors at the north end, you must defeat the legendary enemies in the 
chambers to the east and west. Red Fairies wait for Tara at several locations, which are 
marked on the maps in this guide. To the right of the entrance is an arena marked with 
silver gems. You must have a Mech skill level of six or better to open these doors. Once 
you defeat the AstroBot, you can open the next set of doors and proceed to an arena 
where Leod VIII awaits. 

To the left of the entrance is a set of doors bearing purple gems. Your Neutral skill level 
must be six or better to enter. After defeating the Rabandos, you can proceed to the next 
chamber. You can enter the arena and combat Helena, a character from the previous Lost 
Kingdoms game. 

After defeating the first four bosses, you’re encouraged to quit this level and return to the 
World Map. Only with a fresh deck of cards and all your facilities will you be any match 
for the likes of Thalnos and Katia. You must defeat these two enemies sequentially in 
order to complete the mission and to get your pick of bonus cards. If you can score even 
a one-star rating for this area, you’ve basically won. 




After besting the enemies in the side arenas, you can open the doors at the north end of 
the stage. You must defeat Thalnos, the enemy of Lost Kingdoms, in order to proceed to 
the final arena. There, you must face the legendary Queen Katia the Fair, the main char¬ 
acter of the previous Lost Kingdoms game, who single-handedly defeated evil so long ago. 


Which Cards Do I Bring? 

The author of this book could only finish this insanely difficult mission 
in three attempts. Generally, you should count on three visits to the 
World Map. There, you can rearrange your deck to include the proper 
cards for the legendary Card Masters that await. Bring exactly what you 
need for each two-boss set. 
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AstroBot 



The two attacks of the AstroBot dictate 
that you cannot remain directly in 
front of the Mech creature, nor can you 
attack at close range. As long as you 
move Tara to the side or rear of the 
AstroBot, only one attack concerns 
you. Whenever the AstroBot retracts its 
legs, hunkers down to the ground, and closes its arms to form an impenetra¬ 
ble shield, move at least six steps away to avoid the short-range blast. 

■ _i The AstroBot is extremely good at tracking Tara, so 
H draw its attention with a tough Independent, such as 
■ a MechLance 5L or UberBomberBot, and attack at a 
■ distance with LazerBug 39K Summons. Plant a Claws- 
gg R-Us in the center of the ring and it makes the AstroBot suffer greatly. 
Remember also to use AcidBot and Acid Dragon cards to soften up the 
1 . ' AstroBot for the kill. 

Defeating the AstroBot rewards you with the No.216 AstroBot card. 





LeoO Vlll 


Leod isn’t much different than he was in the 
Royal Tower, always negating your attacks by 
using AstroBot cards. Now that you have one of 
these cards too, you can use it against him 
whenever he starts to run after Tara. 


Launch UberBomberBots and MechLance 5Ls to surround Leod, and use your 
Lich card to petrify him. If you manage to stop Leod from moving, even 
briefly, quickly use a TriBlaster or Gizmolizer Summons to finish him off. You 
should have better Mech skills and more HP and MP than you did in your pre¬ 
vious battle, so Leod should be even easier to defeat the second time. 


At the Sacred Battle Arena, Leod rewards you for defeating him by passing on the No.224 Sacred 
Umpire card. 
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RABANDOS 



Only rarely does the Rabandos 
perform the Beam Barrage attack. 
Normally, the creature prefers to 
shoot across the ring at incredible 
speed, knocking down everything 
in its path. But the slightly unin¬ 
telligent creature warns you that 
it’s about to fly by performing a back flip, giving you ample opportunity 
to move out of harm’s way. 

The Rabandos also has a tendency to confuse itself if it winds up facing 
the outside of the ring. It becomes immobile for several seconds, if not 
until the next time you attack. Watch the behavior of the creature close¬ 
ly, and use these opportunities to sneak up from behind with a tough 
Summons attack. Otherwise, the Rabandos is far too mobile and active 
for you to attempt a Summons. 

As with most other bosses, the ideal strategy is to surround the monster 
with three or four Independent and Helper creatures. Meanwhile, move 
Tara around the ring, picking up Magic Stones and looking for opportu¬ 
nities to strike with swift and devastating weapon attacks, such as the 
Death card. Due to the enhanced agility of the creature, you’ll have a lot 
of trouble just staying out of its way. Keep replacing fallen creatures 
with new Independent creatures and Helpers that have strong attack 
abilities, and they should take care of the monster for you. 

When the Rabandos dies, you’re left with the No.196 Rabandos card. 
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heLeNA 



Whether or not you’ve completed 
Story Mode, you can proceed to 
the next arena beyond the 
Rabandos and challenge a difficult 
Card Master. Helena is hard to 
approach, hopping around to 

avoid Summons and close-range attacks. Even if you manage to corner 
her, she retaliates with Lich and Sasquatch attacks. As a result, close- 
range Weapon attacks and most Summons are out of the question. 

Helena mostly attacks by way of Independent and Helper creatures, and 
soon she’ll have at least four monsters, such as Demon Hounds, Stone 
Heads, and Ice Skeletons, chasing after Tara. 

The best approach to this battle is to enter with several Independent 
creatures already active on the battlefield. Before proceeding into the 
arena, quickly toss out a Phooka card and other fast-moving 
Independent creatures and Helpers, such as Aggressor DX5s, MechLance 
5Ls, and Steel Skeletons. If the Phooka prevents Helena from throwing 
too many cards for a short time after her arrival, you have a tremendous 
upper hand in the battle. 

Bring as many Carbuncle, Napalm Beast, 
and Uroboros cards as you can, so that 
Tara has a way to protect herself on all 
sides from Helena’s creatures. As Helena, 

her minions, and your creatures are all brawling, move to the outskirts 
of the ring. Fire into the group with Weapon cards that have a wide 
range, such as Sphinx and Charadrius. 

If youliave the skills to outwit a tricky Card Master like Helena, she leaves you a No.223 Ice 
Skeleton card as she expires. 

































TbAlNOS 



jl te, Thalnos, one of the main opponents 
'nm the previous Lost Kingdoms, is 
quite possibly the perfect Card 
Master. It’s hard to imagine he was 
ever this powerful or threatening in 
the previous game. Only your 

strongest Independents, Helpers, and Weapons should accompany you 
into this battle. There’s no room for weak attacks or Summons. 





Thalnos loves nothing more than to chase Tara so closely that he can 
breathe down her neck. Decoys don’t dissuade him from his pursuit. 
Turn this to your advantage by entering the area with an Uroboros 
already circling Tara. Continue using other circling creatures, such as 
Carbuncle and Napalm Beast. Along these same lines, use a Siren card 
and then hide behind the singing creature. Thalnos keeps bumping into 
the Siren, causing himself repeated damage. 


When Thalnos stops to attack, be ready to counter with strong Weapon 
attacks, such as Demon Swordsman, Great Demon, and Demon Lord. 
Thalnos uses these last two cards frequently. The idea is to be attacking 
when he tries to attack, so that only the creatures are onscreen when 
his blow is about to land. If you time it just right, Thalnos should take 
damage while Tara gets off free. 



If you have the proper skill level and enough MP, summon the God of 
Destruction to perform his Cataclysm attack. This cuts down on 
Thalnos’s attacks for a while. You can also try a Phooka, but Thalnos 
must be chasing Tara and you have to lead him to your creature. 


When faced with any of your Independent creatures or Helpers, Thalnos 
usually summons a Steel Skeleton to take care of them. With any luck, 
you’ll have at least one Steel Skeleton of your own to wipe out his. If 
not, a MechLance 5L fares quite well against a Steel Skeleton. Thalnos 
may even summon a Necromancer just to dispatch your creature. 

Defeat Thalnos and you’re rewarded with the No. 149 Sekmet card. 
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Katia 




Attribute^^ 

Neutral 

HP: 

300 

DEF: 

18 

Uniq. Ski: 

n/a i 


Cards 



After the incredible skill of Thalnos, it almost feels like Katia wants 
you to win. The Queen herself is a slow-moving creature, and she 
isn’t hard to bring down. The main difficulties in this battle are the 
creatures she uses against you. 


Like Thalnos, Katia send the Steel Skeleton to attack 
you, and you must be swift of foot to avoid it. Counter 
this creature with a strong skeletal creature of your own, 
or a MechLance 5L. If Katia flings a Whip Worm on the 
field, a single defensive strike with a Great Demon or 
Denton Swordsman card should take care of it. 


The worst creature Katia employs is the Doppelganger. This creature, who 
looks like Tara, wanders aimlessly around the battlefield until it encounters 
another person or creature. It kills anyone it touches instantly, even if that 
person just so happens to be Tara. If Tara’s evil twin appears in the arena, lock 
onto it with your camera and focus all your efforts on destroying it, even to 
the point of summoning dragons. 

Now that you’re facing the final battle, don’t hesitate to use the best 
Independent creature of all: the Black Dragon. If you have this card, just sit 
back and watch as the hovering beast tears up Katia and her creatures. It’s 
worth it to put a second Independent on the field, such as an Elf Lord, so that 
Katia is besieged from both sides. Setting several strong Independent crea¬ 
tures on her is the way to win. 




) Play as the Legends! 

In addition to the great cards you get for defeating each opponent in Sacred 
Battle Arena 2, you also unlock those opponents for use in Vs. Mode. As soon as 
this mission is complete, you can import your saved data, including status and 
cards, from the original Lost Kingdoms game. 
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CONDITIONS TO OPEN SIDE QUEST 


Defeat the Unknown Man in Sacred Battle Arena 1. 

Speak to Gurd in Sacred Battle Arena 1 to obtain the 
Mysterious Key. 

Return to the Nobleman’s Residence with the Mysterious 
Key and unlock the eastern door. 

Follow the eastern corridors downstairs and defeat the 
Unknown Man. 

Return to the central corridor, unlock the north door, 
and head upstairs. 

A map on the table in the north room reveals the loca¬ 
tion of Isamat Urbur. Check the map to complete the 
second mission at the Nobleman’s Residence. 

On the World Map, Isamat Urbur appears just southeast I 
of the residence. 


CuLtist IsLe 


The point of this side quest is to defeat the last Unknown Man and use the seven 
Runestones of the cultists to obtain the Stone of Sealing. If you have this item in your 
possession before going to Alanjeh, you’ll get the “good” ending of the game. 

Ascend the stairs and open the door. A Red Fairy with a bad case of the creeps usually 
floats around the left side of the wide room. Continue through the next double doors, 
cross the corridor, and enter the central room. 



OPi/sTeRioas Sacripcc 


In the giant room with oscillating walls, move up the short set of stairs and examine the altars arranged in a circle 
around the area. If you’ve obtained the Runestones that go on each altar, a “!” icon appears over Tara’s head as you 

approach the open-mouthed statue. If nothing happens 




when you move toward the altar, you don’t have the correct 
Runestone. Come back when you’ve defeated the Unknown 
Men at Ruldo Forest, Fossil Boneyard, Plains of Rowahl, 
Gromtull Desert, Sacred Battle Arena 1, and the Nobleman’s 
Residence. The final cultist holding the last Runestone is 
located here in Isamat Urbur. 










































pNAl RUNCSTONe 

Exit from the altar room back to the corridor, and head west to meet a Red Fairy. 
Continue up the long diagonal hallway, ascend the stairs, and enter a set of double doors 
on the left. Inside is another Unknown Man. 
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(JnKnooin CDan 





The strongest of the Isamat Urbur cultists, 
this stranger makes every effort to protect 
his Runestone. The Card Master flings 
Charadrius attacks at will, and sometimes he 
J brings out Demon Skeletons, Pixies, and 
Berserk Masters. Tara must keep moving at 
all times. If she remains too close for too 
long, the Unknown Man revitalizes himself 
using a Vampire Summons. 

The best strategy is to keep the Unknown Man too busy to use his stronger 
cards. Surround him with at least three Independents and attacking Helpers, 
and attack him from the sides or rear with strong 
Summons cards, such as Amber Dragon, Rock Hagan, 
and Storm Hagan. Monitor the status of your 
Independent creatures carefully, and replace each 
fallen ally with a new Independent or Helper creature. 

When the Unknown Man is defeated, Tara receives the Nebeth Runestone. 




Card CollecTOR’s Opportunity_ 

Before returning to the altar room with the final Runestone to complete the mission, con¬ 
sider undertaking a short but dangerous side task. Follow the circling corridor to a set of 
double doors on the eastern side of Isamat Urbur. Along the way, pick up a troubled Red 
Fairy in the northeastern section of corridor. 


Through the double doors, move into the room and speak with a Red Fairy to learn the 
Phantom Bulldozer combo. Approach the gate barring the next room and the gate lowers. 
When you move inside, the gate traps you inside a chamber containing six treasure 
chests. Two Devata and a Puppet Master also materialize and attack. 































You don’t have to defeat these enemies in order to leave the 
room. Simply fill the area with good Independent creatures, 
and let them hold the enemy creatures at bay while you loot 
the treasure chests and escape. The six chests contain 1240 
Magic Stones, a No.112 Incubus card, 10 Magic Stones, a 
No.Ill Succubus card, 550 Magic Stones, and a No.115 
Green Dragon card. When you have the loot, pull the lever 
in the small alcove to open the gate. 



A CPi/stCR t/ ResolveO 



When all seven Runestones from the Isamat Urbur cultists 
are placed on the seven open-mouthed statues in the cen¬ 
tral room, the two sets of double doors to the north are 
opened. Ascend the stairs inside the north room. After a 
bizarre scene involving the cultists, move to the right side of 
the strange altar and take the Stone of Sealing. 


BbAsheA CastLc 





1. 500 Magic Stones 


2. No. 152 Lamassu 

3. No.040 Mo le Mo nster 

4. No.158 Daidarapochi 

5. 1500 Magic Stones 

6. No. 192 Gorgon 

7. 500 Magic Stones 

8. No. 122 Death 

A. Blade of Skill 

B. Blade of Power 

C. Blade of Wisdom 

D. Blade of Time 


CONDITIONS TO OPEN SIDE QUEST 




Return to the Bhashea High Road with a Transform card that 
enables jumping, and cross the bridge toward the castle. 

Leap over the gap in the bridge, and use a Trap card on the 
Lightning Circle to hold open the gate. 

Move east, and toss another Trap creature all the way across 
the gap onto the Lightning Circle hovering over the water. 
This holds open the second gate. 




Defeat the Chaos Knight to complete the mission at Bhashea 
High Road. 

After you exit the area, Bhashea Castle appears on the World 
Map. 



























































Oovrh’s CastLc 


The Red Fairy hovering near the starting point has some very astute observations to 
share. Although this side quest area is accessible early in the game, it’s one of the most 
difficult missions to accomplish. The prize for completing it is a unique and powerful 
Weapon card, in addition to plenty of other good cards located here. 

Only attempt this side quest if Tara has about 20 Magic Points. Even then, you’ll probably 
have to make several return trips through the castle just to finish it. Be sure to activate 
the machinery in Ruldo Forest that powers all the Magic Boosters. Bring a Hell Hound and 
a Stone Golem, plus a very good mix of tough Independent creatures and Helpers that 
attack, as well as good Summons and Weapon cards of Wood Affinity that cost very few 
Magic Points. 



TRANSPORCP TASKS 


Turn right as you enter, and go into the next room. A treasure chest just behind the wall 
contains 500 Magic Stones. Continue quickly to the next room to the east. A Death may 
rise from the floor, but try to ignore it. A single Death moves so smoothly and strikes so 
quickly that there’s no point trying to defend against it. 


Keep going through the southeastern chamber, and descend the ramp against the wall. 
At the bottom is a Magic Booster. Transform into the Stone Golem and barrel forward. 
The golem bashes down a series of weak walls. If you step on the second Magic Booster, 
the Stone Golem should be able to continue all the way to the end. 





Head back to the starting point and transform into the Hell 
Hound. Moving swiftly, run past the Deaths and Stone Heads 
to the room in the southwest corner of the stage. As two 
Kitty Traps materialize, run onto the Magic Booster. The 
Hell Hound leaps onto the high ledge, where a chest con¬ 
tains a No.152 Lamassu card. 


Return to normal form and go around the corner to the left. 
In a small room, a single treasure chest contains the awe¬ 
some No.158 Daidarapochi card. Search the rubble near the 
ramp to uncover a Red Fairy who knows the Rust and Roll 
combo. 



The BLaoc op Skill 



The main task in this stage is to gather four blades by solving various puzzles around the 
castle. When all four blades are set around the fountain in the central courtyard, the boss 
appears. Go back one room to the east and open the large double doors near the wide 
hole in the floor. Run down the corridor and open the first door on the left. 
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A plaque on the wall across from the door bears an impor¬ 
tant clue. Move into the next room, and if you don’t see a 
sword standing in a rack, toss a card into the hole in the 
floor to make it appear. Take the Blade of Skill and quickly 
escape back to the corridor. The combination of Dark Elf 
and Death enemies that appear in this room can be quite 
devastating. 


Continue north through the long hallway past the next opening on the right, and go up the 
stairs. Throw a couple of Independent cards to fend off enemies as you go up the stairs. 

If you encounter a Stone Head, quickly run back downstairs before it rolls over you. Fight 
your way up to the top level, where a chest contains a No. 192 Gorgon card. 


The BUoe oe PcxueR 




Return to the western corridor, head back to the side corri¬ 
dor you skipped, and follow the passage as it curves north. 
Open the double doors and defeat a Steel Skeleton. The 
worst-case scenario is if there’s also a Stone Head here. 
Surround these foes with any type of Independent creatures 
you want, as long as they can attack. 

When the Steel Skeleton is defeated, Tara finds the Blade of 
Power. 


DRepARiNq The PATb 




Open the east doors and head down the passage. Tara comes across a grandfather clock 
on her right. Each time you examine the clock, the time moves ahead one hour. Setting 
the clock to 6:00 makes the Blade of Time appear in the courtyard. A painted clock face 
and an inscription in the central outdoor area contain hints to this solution. 

Enter the doors on the north side of the corridor to find a 
small throne room. Examine the throne to find a hidden 
Red Fairy, and open the chest under the nearby portrait to 
get 1,500 Magic Stones. 


The BlAQe op (Uisoocp 


Return to the corridor and follow it to the northeast corner. The camera angle changes to show a painting among some 
tiles on the floor. You must change all the dark tiles to light tiles to obtain the next sword. Move to the tip and run 

straight down the blade. If you’re careful, all the center tiles 
change to the lighter color. Next, run around the outside of 
the tiles, and change the two tiles remaining on either side 
of the hilt. Finally, just run back and forth over any tiles 
that are still dark. When you convert all the tiles to lighter 
colors, Tara finds the Blade of Wisdom. 




































A Roocp KecPAiNiNq 


Head through the passage 
south, and follow the turn. 

Reaching some bars through 
which the outdoor courtyard 
is visible, head to the right 
and go up the stairs. On the 
second landing is a chest con¬ 
taining a No.122 Death card. 

Go back downstairs and continue moving south in the corridor. Open the first door on the left, and sacrifice an 
Independent creature to spring the Kitty Traps in the room. Behind the desk to the right is a chest containing a 
No.040 Mole Monster card. 

The BUOe op Ticoe_ 

Having set the grandfather clock in the north hallway to 6:00, you’re ready to obtain the 
final sword. Continue south through the corridor, and return to the starting point. Open 
the tall double doors near the place where you began, and proceed into the courtyard. 
Move to the north wall of the outdoor area and go up the steps. The Blade of Time is rest¬ 
ing against the large clock face. 


The stairs on either side of the courtyard go up to the sec¬ 
ond level. There are many enemies waiting up there, such 
as Dark Elves and Stone Heads. Rescue a Red Fairy from 
the west upper level, and open a chest on the east upper 
level containing 500 Magic Stones. 





Before you place the four blades around the courtyard fountain, abort your mission and reconfigure your deck 
for a boss fight. Place plenty of Wood Independent, Weapon, and Summons cards into your deck. Get rid of 
Transform cards that are no longer required. 


The ScuoRO Cjoo_ 

When Tara is at full health and energy, prepare her for battle by shuffling at least two Wood Independent creatures and 
some powerful Summons cards into her active hand. Weapon cards, such as Banshee and Venom Lizard, should prove 
extremely helpful. 


Return to the lower courtyard area. Move around the outside of the four broken pillars 
surrounding the fountain. Place a blade outside each of the four pillars to revive the 
Demon Swordsman. 
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Ogcdon Sujordscdan' 




■ Attribute: 

Earth 

I HP: 

300 

■ DEF: 

10 

1 Uniq. Ski: 

N/A 

■ Skills: 

Liqhtninq Blades, 


ATK 38, Body Cleaver, ! 


_ATK 50_ _ 



Not only is the Demon Swordsman one 
of the fiercest opponents you’ve faced, 
but he has some company. Several Death 
creatures simultaneously materialize 
around the fountain. To avoid these swift 
predators, lead the Demon Swordsman to 
the wide area at the south end of the 

courtyard. If you move quickly enough at the start of the battle, 
the Demon Swordsman will be your sole concern. 

As with most enemies, it’s best to distract the Demon Swordsman with other 
creatures. Use only Wood Independent creatures that can attack and defend 
themselves on their own, or they won’t be on the battlefield long. Creatures 
such as Horus and Chameleus are perfect for this task. You can also set up 
roadblocks in the form of Man Traps, Devil Plants, and Caterpokers to prevent 
the Swordsman from striking. 


As the Demon Swordsman rears back to attack your allies, come at him from 
behind or from the side with a powerful Summons. Use a Green Dragon card and 
the axe attack of the Storm Hagan. As your creatures receive damage, take a 
moment to shuffle replacement creatures into your hand so you can keep the 
Demon Swordsman distracted with your monsters. If you start to run out of 
Magic Stones, dispatch a Goblin Lord to dig some out of the ground for you. 

Defeating the Demon Swordsman earns you the coveted No.222 Demon Swordsman card. 




Obcnoix CJoRqe 



CONDITIONS TO OPEN SIDE QUEST 




Escape from captivity in the Royal Tower, Lower stage. 
Return to Holzogh Town, and speak with the new man 
who appears on the town road. He mentions Obenoix 
Gorge. 


0 


Exit from Holzogh Town, and the Obenoix Gorge stage 
appears on the World Map. 



1. No.107 Water Elemental 


2. No.016 Sasquatch 

3. 1500 Magic Stones 

4. No.052 Crystal Rose 

5. No.074 Siren 

6. No.164 Chameleus 

7. No. 185 Thanatos 

8. No.073 Hydra _ 


Fire _ 0% 

Water _ 97% 

Earth_ 0% 

Wood _ 0% 

Neutral .3% 

Mech _ 0% 





















































Ice Land 


This is a side quest to obtain a unique and extremely power¬ 
ful card. You’ll need an entire deck full of Earth cards, 
strong Summons cards, a Stone Golem, and a Birdman or 
Garuda. 

A Red Fairy awaits near the entrance. Head straight north 
toward a chest, and dispatch the persistent, fish-faced 
Vodianoi creatures with a single Lizardman attack. Grab the 
No. 107 Water Elemental card out of the chest, and then 
head east. 

ASOCDlNABle Sncxjjcpan SlCbTCQ! 


As you move toward the inscribed rock, a large Sasquatch emerges from the nearby ice. The Sasquatch is easy to defeat 
with the help of an Earth Independent and an Amber Dragon Summons. Once you’ve vanquished the creature, a large 
bank of ice blocking the slope 
disappears. You can now read 
the inscription and move up 
the slope to take a No.016 
Sasquatch from a chest. 


Be sure to check the ice column by 
the chest to find a Red Fairy in 
hiding! 


Double -TeACDeo 51/ Bkjoot 


NoRTbeRN Ice Plains 


Descend the slopes and open the two chests to obtain a 
No.074 Siren card and a No. 164 Chameleus card. (The fan¬ 
tastic Ghameleus card is one of the two biggest reasons to 
come to this place, and the other reason is described a little 
later.) Continue down the slope and search the next column 
to find another hidden Red Fairy who knows the Tech 
Support combo. 


Continue up the slope to the next raised area, only to 
encounter two Sasquatches at once! A good tactic is to use 
Sand Golem cards to distract them, along with another 
Independent. While they go after your creatures, attack 
them from behind or from the side with Lizardman or 
Mummy attacks. Defeating both Sasquatches removes a 
large block of ice blocking the path north. 


Transform and fly from the west edge of this area to a small islet with two chests. Collect 
1.500 Magic Stones and a No.052 Crystal Rose, and then fly back and resume your 
journey along the northbound path. 









































Use a Transform card to fly from the ledge beside the path 
that brought you here. Fly to the back of a small island over 
the water, and land. Quickly throw several Earth 
Independent creatures to help you fight off the Vodianoi, 
while you go to the rear of the area and kill two Water 
Elementals that are counteracting your creatures. Open a 
chest on this small island to obtain a No.073 Hydra card. 

CNCAseo in Ice 





Defeat the Vodianoi and Baba Yaga who are known to congregate in the flat lower level 
near the giant ship. Use the deck point to regain your health, and insert new cards into 
your hand such as Sasquatch, Ghameleus, and Siren. 

When you set foot upon the ancient vessel, the visage of Death itself rises from the age-old 
planks. You must defeat Thanatos to finish the mission. 


The OTosT op The Ship 


You might notice a chest encased in ice in the northeast 
corner of the flat area. Move behind the Magic Booster so 
that Tara is facing east. Transform into the Stone Golem, 
and bulldoze a path of destruction toward the northeast 
corner. The Stone Golem smashes through the icy column 
quite easily, enabling you to reach a chest containing a 
No.185 Thanatos card. You can remain transformed and 
stomp all over the whole flat area, breaking icicles to obtain 
Magic Stones. 


^osspqbf) 





TlbANATOS 


Probably the easiest thing about this battle 
is that if you fall into bad shape, you can 
run to the nearby deck point and regain 
your entire HP instantly! Also, if you run 
short on Magic Points or cards, look for 
Blue Fairies flying around the flat region. 


With that in mind, enter this battle with two Independent creatures and two 
Summons cards in your hand. Avoid the pink clouds emitting from Thanatos’ 
head, and toss your Independent cards quickly. 


Try to corner Thanatos with 
the aid of your two partner 
creatures. It’s not difficult, con¬ 
sidering the tight space on the ship’s deck. Once you’re 
sure you can hit Thanatos, perform a strong Summons 
such as any of the dragon cards, a Sasquatch, or 
Hydra. Keep using a blend of Independent creatures as 
decoy targets so that you position Thanatos for a Summons attack. 

When you defeat Thanatos, the famous pirate’s ship disappears and becomes 
the No.156 Phantom Ship card. Tara also gets her choice of bonus cards for 
completing this mission. 
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Bonus Cards _ No. Available 

No.073 Hydra _ 2 


No.185 Thanatos 


TecDpLe op SIiaracia 



CONDITIONS TO OPEN SIDE QUEST_ 

Examine the bookshelf on the north wall of the library 
inside Grenfoel Cathedral. 

When you exit Grenfoel, the Temple of Sharacia appears 
^ on the World Map. 


! 

i 

■nrnnmnnnRH 

1. No.184 Cerberus 

Fire 100% 

2. No.075 Salamander 

Water 0% 

3. No. 197 Hell Hound 

Earth 0% 

4. 500 Maqic Stones 

Wood 0% 

5. No.066 Fire Gargoyle 

Neutral 0% 

6. 2000 Maqic Stones 

7. No.108 Fire Elemental 

Mech 0% 


Coots op pRe 

The side quest at the Temple of Sharacia involves settling an ancient dispute between two 
deities by defeating one of them. The reward is an extremely powerful card of your choos¬ 
ing. The exact opposite of Obenoix Gorge, the Temple of Sharacia is completely full of 
fire-based creatures. 

Move forward through the sliding Efreets and Fire Gargoyles to speak with 2 Red Fairies, 
and learn the history behind this flaming temple. 


Passing through the fire gouts shooting over the stairs would 
be hazardous to your health. Head up the stairs on the west 
side of the area, and converse with another Red Fairy who 
bears an important clue. Continue across the raised area to 
a Magic Booster. Transform into a Stone Golem, and stomp 
over the booster toward the wall. The Stone Golem knocks 
loose a section of the wall, covering the left fire spout on the stairs with rubble. You can now return to the lower area 
and proceed up to the middle platform of the stage. 




CPAqoDA L\ke CLiOe 

Move to the western bank near the entrance, transform 
into a quick flying creature such as Garuda or Wyvern, and 
fly north across the molten lava lake. There’s a tiny island 
jutting upward from the surface of the lava, with a chest 
containing a No.184 Cerberus card. Don’t land or return 
to normal form on this tiny islet. This way, if your trans¬ 
formation wears off, you return to the main piece of land. 
















































CDiOQle level 


Try to grab the items and Red Fairies scattered around this level without angering too 
many of the Efreets that are sidestepping their way around the sides of the level. 



A Red Dragon usually appears in the center of this level. Use the Magic Booster to trans¬ 
form into a Stone Golem, and bulldoze your way right through it! 


The fire gouts on the second set of stairs emit flames at a much slower rate than the 
previous ones. Just wait one or two stairs below the gouts, and start moving just after the 
flames quit burning. 




The CveRlASTiNq Eeuo 

In the east corner of the upper level floats Ashura, and a Valkyrie patiently waits in the 
west corner. Before speaking to either of them, do yourself a huge favor and eradicate all 
the enemies on the upper level. Without additional interference, you’ll be able to take on 
either boss creature much more easily. 


Collect the items on this level 
to replenish your MP, especial¬ 
ly the chest on the dais con¬ 
taining 2,000 Magic Stones. 
Then speak to the deity of 
your choice, and cross the 

level to fight the other one. Afterward, return to the deity to receive a card. If you choose to help Ashura defeat the 
Valkyrie, you receive the No.206 Ashura Card. If you battle Ashura, the Valkyrie gives you the No.113 Valkyrie card. 
The decision is yours, but consider one little bit of information: You can also obtain Ashura’s card by upgrading a Jade 
Giant, which makes the Valkyrie card the rarer and harder to obtain of the two. You be the judge. 





Both foes are relatively simple to defeat with nothing more 
than an Independent to distract them and a powerful Water 
Summons, like Daidarapochi or Phantom Ship. When the 
battle is over, return to the god you’ve favored to receive 
their card and end the mission. 






































Proving CJ rounds 


CONDITIONS TO OPEN SIDE QUEST 

Complete Story Mode. 


After you’ve defeated the Body of the God at the Royal 
Tower, Upper stage and completed Story Mode with either 
ending, two major changes happen when you reload your 
clear game save. First, the Card Shops at both Kadishu and 
Grenfoel now offer the entire inventory of cards for sale, so 
that you can buy any cards you’re missing. Second, you 
now have access to the Proving Grounds in Wyht, just 
northwest of Grenfoel Cathedral. 

The Proving Grounds are 20 stages of underground levels, all filled with monsters rarely 
seen elsewhere. When you enter each stage, all the cards in your deck are renewed. 


Many enemies fill each room. When you defeat all the enemies in some rooms, the entire 
set reappears instantly. Therefore, you can fight enemies in a room continuously to build 
up EXP and Magic Stones. When you need to recuperate and heal, move into the corridors 
between rooms. The enemies won’t follow. 

Each level consists of three or four large rooms connected by long hallways. If gates bar 
the exit to a room, you have to find another way around. If a stone wall blocks the exit, 
you must use strong Weapon attacks to knock it down. You can also bait enemy monsters 
into knocking down the walls for you. 






In the final room of each level is an open brick column containing a teleport. When Tara 
touches the teleport, you receive a mission rating. Your rating determines how many of 
the six cards you can pick (no more than three). The cards usually represent the enemies 
you’ve fought in that level. Thereby, the chance of obtaining cards that are missing from 
your collection are still very slim. A true card collector will bring a score of Capture Cards 
to the Proving Grounds in order to obtain any missing cards. 
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No.004 Lizardman 
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I No.009 Hobgoblin 
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VICTORY IS IN THE C 

There is evil brewing in Argwyll and Tara Grimface is its only hope at salvation. She mus 
Runestone to summon Guardian Creatures from cards to challenge the invading forces. 1 
ultimate resource for building and maximizing your deck to its full effect! .-.. . 


i , Complete walkthrough 

Guide Tara Grimface through the treacherous journey 
ahead. We’ll tell you how to use her deadly deck of 
cards to overcome everything that stands in her way. 


...AND MORE! 
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